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—— TERMS AND CONDITIONS 

You must be at least 18 years old to view or play 
this game. 

You must not find images of adults engaged in 
violent acts to be offensive or objectionable. 

You must understand and take full responsibility 
for all decisions made in regards to this ad if 
you breach these terms and conditions. 
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©1998 Virgin interactive Entertainment, Inc. Virgin is a registered trademark of Virgin Enterprises, Ltd. Virgin interactive Entertainment, Inc., 18061 Fitch Ave., 
Irvine, CA 92614 U.S.A. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logos 
are trademarks ol Sony Computer Entertainment Inc.The ratings icon is a trademark of the Interactive Digital Software Association. Manufactured and printed 
U.S.A.THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C DESIGNATION. U.S. AND FOREIGN PATENTS PENDING 
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e went, we saw, we 
played, we partied, 
we didn't sleep—but we did manage 
to get back from E3 in one piece. And man, 
what a show it was! For those of you who 
still don’t know, the Electronic Entertainment 
Expo (or E3) is quite simply the single 
biggest videogame trade show of the 
year. At E3, every videogame publisher 
unveils its new titles to world. It's 
heaven for hard-core gamers, but unfor¬ 
tunately, only industry insiders are 
allowed in. But hey, that's what you guys 
have us for, right? We've packed every¬ 
thing that happened at the show into this 
very issue. From the hottest news and 
surprise announcements to our favorite 


new games, we've tried our best to provide you with 
the best E3 coverage anywhere. And to cap it off, 
we've even included an essential, easy-reference 
guide to the nearly 200 new PlayStation games shown, 
complete with screenshots, release dates, and 
info on each and every one. However, 
because of our extended E3 coverage, 
we didn't have room left for strategy 
guides, but rest assured, they'll be 
back next issue. We think that when 
you see all the cool stuff from E3, you'll 
agree that it was worth the sacrifice. So 
enough talk—let's get started! (And oh 
yeah, don't forget to check out FFVIII!) 


a What would a videogame 
show be without grown men 
dressed in ridiculous costumes? 


■Editor-! n-Chie-f 
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We didn't just cover the show, we were 
there to make a statement of our own, The 


M PSM cruised in style in Imagined Humvee Umo. 
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ir goal was to go for more of an 
impact, rather than a physical one. 
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very issue, we match the best 
games with today's hottest il¬ 
lustrators to create the PSM cover. 
We take pride in creating quality origi¬ 
nal artwork, to present our magazine 
at the highest possible level. 

This month we worked with John 
Kim, who you may remember from 
his work in our Fan Art section. He 


agree that he's reached a new level 
with this amazing illustration. You real- 
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Likes: All types of games 
Hobbies: Comics, hoops 
Favorite E3 Moment: 

That's easy! It was when Blake 
got beat up by a bunch of guys 
dressed as Demon Pigs for 
pulling one of their tails. 



Likes: Fighting, RPG, Racing 
Hobbies: Anime, Movies, 
Comics, Stalking Scully 
Favorite E3 Moment: 

When 1 met the X-Files' Gillian 
Anderson, and she said she 
wanted to marry me. No, really! 
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Strategy Editor 

Likes: Racing, Simulations 
Hobbies: DJ-ing, Music 

Favorite E3 Moment: 

Well, urn, I guess it would 
have to be going to the Sony 
party, since I can't remember 
anything after that... 


SILL f*FU=U5 

Japanese Correspondent 

Likes: Flight Combat, Fighting 
Hobbies: Hong Kong Action 
Films, Martial Arts, ECW, Ninjas 
Favorite E3 Moment: 
Whattaya askin' me for?! had 
to stay behind and write the 
Nihon section, ya chumps! 
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Mews Editor 


Likes: Shooters, Racers, Fighters 
Hobbies: Screenwriting 
Favorite E3 Moment: 

Well, it wasn't those damn 
pigs ...Oh I know, Chick-Fi!-A! 
Chris was right: "Taste it once, 
love it for good!" Mm-mmm! 


Sa Cfllfil”C++RN 

Japanese Correspondent 

Likes: Every kind of game! 
Hobbies: What else is there in 
life besides videogames? 
Favorite E3 Moment: 

Are you kidding? Playing ail the 
games!!! Security finally had to 
pul! me away from Metal Gear! 




j Hears a lot of excuses. 

What Charles did during E3: 

Charles went a little stir-crazy and, 
well... turned the GunCon on himself. 
Fortunately, all that was lost in the 
| ordeal was an apple. It's a good thing 
that thing wasn't loaded! 

| Charles' Quote of the Month: 

"I'll do it for real this time, I swear!" 



-Eugene 

LUang 

Art Director 


What he does: 

Directs art. Trying hard 
to lick his mouse problem, so give him 
your support, OK? No jokes, not a peep. 


What Eug did during E3: 

A near bout with death after a mouse 
lodged in his throat. With our tough 
love, we thought he kicked the habit... 

Eug's Quote of the Month: 

"I swear guys, that was the absolute 
last time! Urn, got a mouse ! can use?" 
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What he does: 

Designs kick-ass 
pages for the world's 
top PlayStation mag. Dreams of a day 
when talking lizards are accepted. 


What Gary did during E3: 

Without any work coming in, Gary 
used the time to catch up on his Z's, 
and had a wild visionary dream about a 
talking lizard and three dwarves. 

Gary's Quote of the Month: 

"Zzz—(snort, snarf)—Zzzzzz (drool)...'' 


PSM: 100% Independent PlayStation Magazine is published 
monthly by Imagine Media, 150 North Hili Drive, Brisbane, 
CA 94005, USA. Application to mail periodicals postage rate 
is pending at Brisbane and additional mailing office. 
Newsstand distribution is handled by Curtis Circulation Co. 
Basic subscription rates: one year (12 issues) $20 U.S., 
Canada $34 U.S. (Canadian price includes GST (GST 
#128220688), foreign $44 U.S. Prepaid in U.S. funds only. 
POSTMASTER send changes of address to PSM—100% 
Independent PlayStation Magazine, P.O. Box 52073, 
Boulder, CO 80328-2073. Imagine Media also publishes 
Ultra Game Players, Next Generation, PC Gamer, The Net, 
MacAddict and Boot. Entire contents copyright 1997, 
imagine Publishing, Inc. All rights reserved. Reproduction in 
whole or part is prohibited. Imagine Publishing, Inc. is not 
affiliated with the companies or products covered in PSM. 
PRODUCED IN THE UNITED STATES OF AMERICA. 




printed and nobody, not anybody, can make us 

I / r # w * 

say what we don’t believe to be true. We write 
about what we wamto and put what we 
want on our cover. 


5 |o, which magazine is best for you, 
I Official or Unofficial? That’s easy. You 
want independent, unbiased coverage, 
and you want to know that what . 

you’re reading is nothing but the 
truth. You can only get this with 
an UN-official magazine. An offi- * 
ciai book has to answer its 
Corporate Sponsor. And whose 
best interests do you think they’re 
looking out for? 

■ ‘ - 

PSM is created by us and no one else. Nobody 
has to approve our pages before they’re 


This is the kind of honest, straight¬ 
forward coverage that you can 
only get with an unofficial maga¬ 
zine. We understand that our read¬ 
ers come first, and we would never, 
EVER betray your trust. 

our promise to you, the hard-core 


This is i 

PlayStation gamer, who deserves nothing less 
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EVERYONE 


He’s a revengeful If tile devil* And lie wants payback 
from a mad scientist who tried to dissect him alive. 


But you’ve got to jump, glide, punch and whip his 
tail through 12 levels to help him gel even. 


nasty bosses and all kinds of mind games 
(Belter watch your back.) 




PlayStation 












































































































































































Devil is a tradem 
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The yearly Electronic Entertainment Expo is 

the most influential and important videogame-relaP^^^r 

ed event in North America, so you know PSM was ^ 

there to check out all the latest PlayStation titles and news! This year's show 

was incredible, and we brought back an insane amount of information for 

you. How does 155 screenshots of upcoming PlayStation games sound? 

You don't want to miss this one, so turn to page 74 right now! 
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who is 


games here in the U.S. He's got a lot 


the past, plus we're they're 
heading in the future. 


more of this incredibly 
hot RPG? Then don't 
waste any time and go 
straight to our picture- 
packed preview! 
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Is anyone interested in big-screen, live- 
action adventures of Chris Redfield, Jill 
Valentine, and Lara Croft? Tomb Raider 

■ V.‘. '• 'r'j: .*y;.' • 

and Resident Evil are definitely making 
their way to a theatre near you, and 
we've been searching everywhere for 
even the tiniest scraps of information 
to give to you. Check out the monitor 
section for the latest news and buzz 
on these two must-see films. 
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The latest PlayStation peripheral from Sony may fit in the 
hand, but don't be fooled by its miniscule size—the PDA is shaping 
up to be quite the little powerhouse. Our lead news story this 
month talks about Sony's potential plans for this cool little item, 
and lists ail of its technical specifications. Watch out, 
Tamagotchi, the PDA is on the way! J 


























































































































































































































































ZZZZZ... HM? WHA? \ 
' I'M TIRED FROM B3, LEMME 
JUS' SLEEP. I'LL SEE YOU LATER 
. IN /IWP/V, IT'S ON PAOE 24 
X. ...CSNORT) ZZZZZ... ^ 
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The latest PlayStation news and up-to-the-minute info 

Feature Story: Sony Announces PDA for U.S. 


■ *«*«• 


Gossip. 

Q&A: President of Square EA LLC. 

Checkpoint! Game Release Schedule 
Nihon Game Otaku!. 


■ 1 ft i Hi 4 ■ • VI ■ ■■ ■ V* 


■ v I « i fl * I • I 


► PG. 12 - 

► PG. 14 - 

► PG. 18 - 

► pg. 2D - 
pg. 24 ^ 



This month's new games, thoroughly tested by PSM experts 



the best dirt on tomorrow's hottest games 





I Final Fantasy VIII. 

ft Jackie Chan's Stunt Master. 

► Heart of Darkness. 

► Test Drive V. 

► Deception II. 

Bushido Blade 2. 


ft Lunar: Silver Star Story Complete 
► Parasite Eve 
ft Spyro . 


*4**1*l*l*|i4»***«**PI<i P - I ■ ■ 



pg. 38 - 
pg. 44 — 
pg. 4B 
pg. 47 - 
pg. 5D 
pg. 52 ^ 
pg. 54 - 
pg.55- 
pg. 53 — 


► Metal Gear Solid. 

► Darkstalkers III... 

► Trap Gunner. 

► Red Alert: Retaliation. 

► Dead in the Water. 

► Brave Fencer MusashL... 




Link-Up......pg. 32 ^ 

Pause...► pg. 33 — 

Fan Art.► pg. 37 — 

Contest Winners.► pg. 38 — 

► Top This!....► pg. 103 — 

PS.**^pg. 103 -s 

Marketplace....»-pg. 104 — 




We've got loads of great new PlayStation games for you to see. 
If you're half as excited about the PlayStation as we are, then 
there's no time to spare! Just use the list below to go directly to 
the games you're interested in. G'won, do it! Shoo! Go 'way! 



Adidas Power Soccer ’99. 

..pg. 32 

Kartia..... 

pg.34 

Brave Fencer Musashi.... 

..pg. 69 

Lunar: SSSC. 

.pg. 54 

Bushido Blade 2. 

..pg. 52 

Metal Gear Solid. 

.pg. 60 

Circuit Breakers.... 

..pg. 35 

Mortal Kombat4. 

.pg. 30 

Darkstalkers ill... 

..pg. 64 

NFL Xtreme... 

.pg. 36 

Bead in the Water. 

..pg. 68 

Parasite Eve.. 

pg. 55 

Deception It.. 

..pg. 50 

Pocket Fighter...... 

pg. 36 

Elemental Gearbolt.. 

■■pg. 31 

Red Alert: Retaliation... 

.pg. 66 

Final Fantasy VIII... 

..pg. 38 

Road HbsIi 3 0 

.pg. 31 

Fox Sports Soccer '99. 

..pg. 35 

SpyfO ..... 

.pg. 59 

Heart of Darkness. 

..pg.46 

Test Drive V... 

.pg. 47 

Int'l. Superstar Soccer '98... 

..pg. 34 

Trap Gunner.. 

.pg. 65 

Jackie Chan's Stunt Master. 

..pg. 44 

Turbo Prop Racing.. 

.pg. 32 
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CPU: 32-bit RISC processor, 
ARMT7T CPU 
Memory: SRAM 2Kb, 


Screen: black and white 
Switches: five input buttons 
sVV one reset button 


Sound 


Unction, clock, battery 
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t its memory card size 
fool you—the PDA packs some 
impressive power into its small body 
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the arrival of its new PlayStation add-on, code named PDA (Personal Digital 
Assistant). About the same size as a memory card, the PDA can plug into the mem¬ 
ory card slot of a PlayStation and receive data. The PDA isn't just a simple memory 
card, though. Inside the peripheral is a complete 32-bit RISC processor that is capa- 


five-button control scheme, infra-red communications port, and 32x32 resolution 
LCD screen, the PDA becomes a small system of its own. It has the power not only 


introduction of the PDA," said Ken Kutaragi, CEO of Sony CEA and designer of the 
original PlayStation hardware. "As an extension of the PlayStation gaming experi¬ 
ence, the Persona! Digital Assistant introduces the idea of collective videogame play 
between multiple players independent of the game console in the home." 


name PDA), plus message exchangers (using the wireless infra-red link), as well 
as several gaming applications. Its gaming potential is not to be underestimated. 


aren't home, to trading players in a virtual sports league. An infra-red communi¬ 
cations port allows the PDA to communicate with other PDAs without using 
wires or a link cable, and possibly with future Sony peripherals and hardware. 
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Sony CEA has already start¬ 
ed developing titles that will 
support this new peripheral, 
and it claims third parties are 
hard at work doing the same. 

The company is planning to 
have 12 titles available when 
the PDA launches in Japan this 
Christmas, and even more 
should be available by the time 
it reaches U.S. shores, sometime in 


the Spring of '98. 



ihe new box is 
very distinctive, 
so you'll auto¬ 
matically know 
which system 
you're buying. 


Until the new PlayStation 
becomes fully available, 


that after its current supply of 
run out, all new PlayStations will be 


of their "old model" Play¬ 
Stations for $129.95. The 
funny thing about this tem¬ 
porary reduction is that it 
frightened Nintendo into 
matching the price with its 
N64 system just one day 
after the price drop was 
announced. Looks like the 
competition is on the run! 


package, complete with brand new box art, will 
retail for the same $149, including a demo disc. 

One of the coolest features of the new Play¬ 
Station is a new "Sound Scope" built into the 
hardware. This feature will create trippy kaleido¬ 
scopic patterns on your TV screen when you play 
a music CD. It is the same algorithm that was 
used in the super-hip Japanese PlayStation 
release of Baby Universe, so you know it's cool. 
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Now you can 
trip to Sony's 
new virtual 
light machine 
that's built 
right into the 
PlayStation 
hardware! 
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® tes ® ne of the biggest surprise announcements of E3 was the 
union between PC giant Microsoft and Psygnosis. In a 
nutshell, the deal allows Psygnosis to convert several of 
Microsoft's PC games to the PlayStation. According to Psygnosis, 
the three games initially planned for release are Age of Empires , 
Urban Assault and Motocross Madness. 

It has long been suspected that Microsoft, no longer content 
with just the PC market, has been looking for a way to break into 
the console industry, and this move proves it. Microsoft plans to 
have 40 games out for the PC in 1999, so it's extremely likely that 
if these first three ports are successful, many more will follow. 

With its involvement in the Sega Dreamcast project and this 
bold move, Microsoft has taken a big step into the world of 
console gaming. There is also the matter of its rumored 
involvement with Sony (see Gossip, Issue 10, June 1998), so 
it's possible that Microsoft could have a hand in some of the 
development goodies that come with the PS2. One thing is for 
certain: this is only the beginning. 

Note: All screens shown are from the PC counterparts of these games, as the 
PlayStation versions are far too early in development to be shown. 
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A Urban Assault combines the tactical thinking of Command and 
Conquer with the action of a first-person shooter. 




A combination of real-time strategy and first-person action, Urban 
Assault takes us into the battlegrounds of the future. 

Motocriss Madness 


A real-time strategy game 
that allows you to take con¬ 
trol of one of many civiliza¬ 
tions at the dawn of time 
and guide them through 
history to build an empire. 


◄ Like Warcraft 2, Age of 
Empires is for strategy 
gamers who like to think 
on their feet. 


A motorcycle racing 
game that concen¬ 
trates on more than 
just speed. Realistic 
physics and plenty of 
off-road tracks high¬ 
light this racing game. 

► Motocross looks nice 
and has great physics, 
but how will it stack up 
to Moto Racer 2? 
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mce our 


, a few informa- how much, If any, creative input he will have. 


tion leaks have cracked open in the 
walls of Hollywood's movie studios involving 
the two most anticipated videogame movies 
of all time: Tomb Raider and Resident Evil. 
® First of all, 




good news is that the movie has already 

in Oregon and California. 




in the 



project. The film is 
Sluizer ( The Commissioner, The Vanishing) 
instead of the previously speculated George 
Romero. Romero has supposedly signed on 


film so far. Bruce Payne ( Necronomicon, 
Passenger 57} has signed on to play the duplic¬ 
itous Wesker. The budget for the film has 
leaped to 60 million bucks, so hopefully this 
means some "stars" (no pun intended) will 
sign on as the movie gets rolling. 

• • •:•••• W : : T- -T V: T : 

The other news factoid we have for yc 
concerns the new Tomb Raider movie. This 
teaser poster would seem to answer any 
questions as to whether the movie is being 
made. We are anxiously awaiting more news. 

Yeah, we were excited when we saw 
this poster, too. Unfortunately, we still 
don't know who is going to play Lara. 
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Sony, This marks the first time Sony 

- 

jlhas put so much money (rumored to 
lie in the millions of dollars) into pfp- 
: rooting a product other than its own. 
[ The reason? Sony feels that Metal 
Gear Solid is the key title in promot- 
ping its platform as the gaming sys- 
: tern of choice this holiday. We agree. 
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jTp^- Antme company A.tWision is 
■ expected to he bringing the anime 
|Tekken movie to the U.S. in the next 
year. The company, whose lineup 
also includes such series as Evan- 
I gelion and Robotech, will also be 
translating the movie. Based on the 
high quality of A.D. Vision's previous 
; releases, the translation job is 
: expected to be top-notch. 
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Mad Catz caused a lot of prob¬ 
lems for consumers when its popular 
steering wheel peripheral turned out 
to be incompatible with the mega- 
y hot Gran Turismo. To rectify the prob- 
r lem, owners can send in the sticker 
from the front of the wheel to get a 
free wrist-rumbler, which when 
added to the wheel will fix the ffss 
problem and give dual shock. lf^ 
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market has alleged 


was created specifically for the Asian nations. This 
PlayStation has two special features compared to the 
PlayStations distributed in other markets. The first major 
distinction is additional piracy protection. Second, these 
PlayStations have an MPEG decoder that allows them to 
play MPEG videodiscs. Consequently, these PlayStations 
have also given rise to a gray market for pornographic 
videodiscs. Understandably, Sony has not officially com¬ 
mented on this development. 


- shown at E3 this year was 
Prince of Persia 3-D , the sequel to the 
classic Prince Of Persia PC game. In this 
new version you play the prince again, 
except in a full 3-D realization of the 
Persian world, complete with swordfight¬ 
ing and a deep storyline. Rumors have 
seeped out that Prince of Persia 3-D could 
also be heading to the PlayStation in '99. 
When asked about the conversion, one 
Broderbund official pleaded no comment 
but added "Having the Prince on the 
PlayStation would be a natural." 


Ukay, so we 
faked our 
white Play¬ 
Station pic. You 
try finding a 
shot of one of 
those things! 




n response to recent Nintendo price drops in Japan, Sony is 
said to be contemplating a similar move in both the U.S. 


brisk sales. However, they did contend that a price drop would 
greatly help in furthering the system's stateside lead over 
Nintendo, where the race is more closely contested. 

An unofficial price dip (to Si 29) is occurring as a result of 


standard controller to make room for the new boxes 




Rumor has it that this lower price may 
become an official lower price just 
prior to the fourth quarter. 


▲ A lower-priced 
PlayStation that's 
packaged with the 
Dual Shock? It sounds 
too good to be true! 


Prince of Persia 3-D just may become "the 
game formerly known as PC." 
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\ into forthcoming DVD players. The result could be a 
| unit that functions for normal DVD playback (movies 
| galore) as well as playing all your favorite PlayStation 
| games. Strangely, the move could be a direct chal- 
; lenge to VM Labs' Project X console, which already 
! has backing from major consumer electronic compa- 
| nies like RCA, General Electric, Pro-Scan, and 
I Toshiba, among others. 


j ▼ Will we be able to play PS games on DVD players? 


[ 




IM 


p3i amco has recently hinted that it plans to 
ill# release a new PlayStation racing game 
sometime early this December in Japan. Now, that 
got us thinking: in Japan, every PlayStation Ridge 
Racer game has been released in about the same 
timeframe, always in December. Hmm, could be... 


ctivision is said to be making a PlayStation 
■BP game based on Marvel's Spider-Man fran¬ 
chise. Speculation points to a 3-D action game that 
would involve loads of web-swinging and combat 
against arch-enemies like the Hobgoblin, 

Dr. Octopus, Sandman, and rml* 

Electro. Details of the 

game's release and play 

mechanics have yet to Y 

be revealed. JBl 


| irst shown at the Tokyo Game Show two 
years ago, Square s racing title vyas to be 
sold under the company's defunct sports label, 
Aques. Since then the game has fallen off the face of 
the planet, but given the recent success of Sony's 
Gran Turismo , Square is allegedly resurrecting the 
project. For those who don't remember it, the game 
very much resembled Need for Speed, and one of the 
prominently featured cars was a Viper-like vehicle. 


► He's never 
been in a 
good video- 
game/ but 
Spidey's luck may 
be about to change 
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PlayStation 


Experience /n/ense action as you help young Andy fight through 8 huge levels and 175 different locations 
in a dark world filled with mystical mazes, exotic landscapes and evil enemies / in search 
of his best friend, Whisky. 
















































































































An I:pic Adventure in a World Unlike Any Other 


used 


Unrepetitivel Every level looks different, requiring a new skill or strategy to find Whisky, ft 
just for Andy, so he moves smoothly whether he's climbing, sneak/ng across a bridge or 


are 


murky waters. 
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Jun twasaki is the President of Square EA 
LLC, a new partnership formed by Square 
and Electronic Arts to distribute Square 
games here in the U.S. Prior to the joint 
venture, he worked with companies like 
1 Sony on marketing titles such as Final 
Fantasy VII. With Square making so 
many headKnes lately, we sat down with 
~i Jun to talk about Square's future plans... 



PSM: How did the new arrangement 
between Square and Electronic Arts 
come about? How long has this been 
in the planning stages? 

Jl: Basically, as a third-party indepen¬ 
dent company, we've always wanted to 
have an active role in what was going on 
in the United States. We began to talk 
about self-publishing prior to the release 
of Einhander in the U.S., back in May. 
Square headquarters wondered how 
we should proceed in the States. The 
number-one thing to consider was dis¬ 
tribution. Square had to put together a 
complete distribution system, but what 
would be the best way to go about this? 

While we were conducting our mar¬ 
keting survey, we realized that Elec¬ 
tronic Arts had an excellent distribution 
system. We wanted to have this kind of 
distribution network in order to ensure 
that we could self-publish. It was at that 
point that we approached EA and asked 
if we could align ourselves with them. 
EA was trying to plan out a better distri¬ 
bution system for its games in Japan, 
and we had the Digicube distribution, 
the over-three-miliion selling Final Fan¬ 
tasy VII franchise, as well as supreme 
development and gamers' stamp of 
approval. EA figured that these factors 
would help its titles sell well in Japan. 

PSM: Prior to the announcement of 
your signing with Electronic Arts, 
there were many rumors that Square 
would either be self-publishing its 
own titles or partnering with other 
companies, like Eidos. Was there any 


truth to these rumors, or has 
Square's plan always been to go with 
Electronic Arts? 

Jl: Square gave the matter serious 
thought. When we were pondering the 
distribution system, we found that EA 



Drastic changes were made to Bushido Blade 
2 in order to, as fwasaki puts it, make the game 
more of a "bathe" than a "fight". 


covered 99.9% of the U.S. distribution. 
EA's distribution system was also fast- 
paced for each area. This efficient distri¬ 
bution was attractive to us, and at the 
beginning we didn't even think that EA 
would enter into an agreement with us. 

PSM: Will Square EA also be devel¬ 
oping its own original titles, or will 
the focus of the company solely be to 
bring over games from Japan? 

Jl: At this point, Square EA has no plans 
to develop its own titles. However, this 
is not cut in stone. We've only just start¬ 
ed, so our primary function is to distrib¬ 
ute Square titles in the U.S. 


PSM: Besides the localizing for differ¬ 
ent markets, are there any other pri¬ 
mary differences between Square EA 
and EA Square? 

Jl: Square Electronic Arts and Electronic 
Arts Square have a brotherly relation- 
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ship, but I can only speak for Square 
Electronic Arts. A man by the name of 
Yamamoto is heading Electronic Arts 
Square and is handling its strategies. 

PSM: The announced U.S. Square 
lineup includes Parasite Eve , Xeno- 
gears , Bushido Blade 2, and Brave 
Fencer Musashi, four very different 
games. How was this lineup decided 
upon? Also, Square is known first 
and foremost as an RPG company, 
but in recent years Square has 
expanded to do different types of 
games. Can we expect to see this 
trend continue in the future? 

Jl: As you know, there are many more 
Square titles that have been released in 
Japan. To be honest, our localization 
function has been an extremely big 
problem. The translation for RPGs like 
Final Fantasy VII and Xenogears can 
take up to six months. Staff members 
who can do excellent localization are 
few and far between. We have pio¬ 
neered much in the RPG realm, and 
since quality assurance and localization 
takes a long time, the most we could 
bring out is eight titles per year. Future 
developments will definitely include 
RPGs since that is our specialty, as well 
as our marketing strategy. However, we 


take pride in the fact that we are coming 
up with other genres of high-quality 
games as well, such as Einhander, : We 
want to show that we have a selection. 

PSM: Is there a chance that we'll still 
see Soukaigi here in the U.S., or 
some of the slightly older games like 
Chocobo's Mysterious Dungeon? 

Jl: Next year's U.S. titles haven't been 
decided yet. Soukaigi might be a possi- j 
bility for next year, but well have to do j 
some marketing surveys before we're 
sure. Chocobo's Mysterious Dungeon 
probably won't be one of them since 
the translation would take so long, and 
well want to bring other titles to the U.S. 

PSM: How will you decide which 
games are best for the U.S. market? 

Jl: There are always adjustments to the | 
games that have to be made due to cul- | 
tura! differences and the like. However, 
when we make the games, we aren't 
making them for only Japanese or 
American players, but for the entire 
world. We want to pioneer games that 
no one has ever seen the likes of 
before. Of course, we want to make j 
sure that a title will go over well in the I 
U.S. market. 

PSM: We're huge fans of Tobal 2 here 
at the office, and many of our readers 
have written in hoping that the game 
would someday come out in the U.S. 

Is there any chance at all that we'll 
ever see that game come over here? 

Jl: Unfortunately, there are no plans to j 
bring this to the U.S. All the dialogue in > 
the game would have to be translated, 
and the size of the memory capacity j 
would pose a problem as well. Also, the i 
time is coming soon for us to choose j 
titles to bring out for next year, so well ; 
want to bring other titles for the U.S. 

|: 

i 

PSM: Well then, do you think we still I 
might get the next Tobal game if the 
series continues? 

Jl: ! wish I could give you an answer, but ; 
I'd have to talk it over with the develop¬ 
ment team. Of course, we want to give j 
gamers the kinds of titles they like. ! 
can't promise anything! j 


Square announces its new joint venture with Electronic Arts at £3, just 
before dropping the bomb on the crowd with a video of Final Fantasy VUL 
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PSM: Even in the U.S., Square fans 
are known as some of the most loyal 
and dedicated, and it can be very 
tough to wait so long for Square's 
latest hits to come to the U.S. Why 
does the conversion of titles take so 
long? We don't know if we can wait 
nine months for Final Fantasy 1////1 
; Jl: Translation and localization of titles 

I 

takes the most time, usually six 
| months. Quality assurance, too. 

PSM: Could we ever see Square 
games developed simultaneously in 
both Japanese and English? Might 
Square ever simultaneously release a 
game in Japan and the U.S.? 

Jl: We strive not to have any time lags, 
but the development team's policy is to 
get the original version done first. If they 
have to wait for the localization team to 
translate, it slows down the develop¬ 
ment time. We're trying our best to give 
gamers what they want. 

PSM: What genres might Square 
conquer next? Is there a type of 
game that Square would never try? 

Jl: Sports titles are easier to market 
because everyone knows the players 
and can see them often on TV. 
Electronic Arts already makes sports 
games though, so we couldn't really 
compete in the U.S. with that genre. 

PSM: We originally heard that 
Square was concerned about releas¬ 
ing Xenogears in the U.S. because of 
its religious overtones. What, in par¬ 
ticular, was so worrisome? 

Jl: (Laughs) It was merely a rumor! We 
never officially said anything regarding a 
reservation about the title. The story 
isn't heavily religious, rather, only the 
concept of whether a God does or does 
not exist. Other than this, the characters 
don't do or say anything overtly reli¬ 
gious, and there's no reference to any 
specific religion. We believe that 
gamers won't have a problem with it. 

| PSM: Will the content of Xenogears 
| be edited or censored in any way? 

i Jl: Nothing will be cut, although we've 
| done it in the past with games like Final 
\ Fantasy VII. 

PSM: Square has always given away 
demo discs with its games in Japan. 
We're seeing this trend continue here 
in the U.S. with this year's releases. Is 
this something that Square plans to 
always do in the U.S.? It seems like a 
really good idea. 

Jl: We include the demo discs because 
fans may not be sure if the game is of 
| good quality or not. Fighting games you 
\ can get a good taste for within a minute 


or two, but RPGs need time to really get 
a feel for. Gamers want to take it home, 
relax, get some snacks, and take their 
time with the game. It's not just some¬ 
thing to include for promotion only. 
We'd like it to continue. 

PSM: What will be on the demo disc 
that comes with Parasite Eve? 

Jl: A Xenogears playable demo, and 
movies of Bushido Blade 2, Brave 



We're realty excited about Square's first plat¬ 
former, Brave Fencer Musashi. With titles like 
these, Square continues to broaden its horizons. 


Fencer Musashi and Final Fantasy 1 /ill. 
Brave Fencer Musashi will be released 
in the U.S. in November with a playable 
demo of Final Fantasy VIII. 

PSM: Bushido Blade 2 is far different 
from the original game. What were 
the reasons for such a dramatic 
change in gameplay style? 

Jl: We thought it would be more attrac¬ 
tive with more characters, and to make 
the moves easier to execute. We didn't 
want just a mere fight, but a battle. 

PSM: Can we expect as drastic a 
change for the next possible game in 
the Bushido Blade series? 

Jl: I can't comment on that right now. 

PSM: Chrono Trigger is still one of 
the most popular RPGs of all time 
here in the U.S. Do you think we 
might see a sequel to this game on 
the PlayStation? How about a sequel 
to Secret Of Mana? 

Ji: Square has no plans for sequels to 
either of these games. 

PSM: Square has always been a 
"one-console company". Is this poli¬ 
cy, or might we see Square games on 
several different systems in the next 
generation of hardware? 

JI: Square has always had an "open 
platform policy," which has remained 
unchanged over the years. We develop 
for whichever platform has the best 
specs and functions, which presently is 
the PlayStation. 

PSM: What influenced Square's deci¬ 
sion to go exclusively with the Play¬ 


Station? Can we expect to see 
Square working with Nintendo again 
anytime soon? On the N64? 

Jl: With Final Fantasy VII you have three 
CDs with high-quality graphics. These 
graphics could only be seen on a CD. 
We investigated the possibility of 
putting it on an N64 cartridge, but ulti¬ 
mately chose the PlayStation. I'm in 
charge of marketing, so I really can't dis¬ 
cuss why we chose it over the Saturn in 
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Jl: I would say that it is definitely more 
story-oriented. The developers want 
gamers to enjoy the story in FFVIIi 
much more. That's all l can say about 
that one. 

PSM: With regards to the gameplay 
and the battle system in particular, 
can we expect much of a change 
from FFVII? We've heard that the bat¬ 
tle system will operate similar to 
Soukaigi. Could you explain? 

Jl: We're still investigating it, so we 
can't give any details, sorry. It will prob¬ 
ably be an original system. 
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regards to the machines' specs, but the 
consensus was that PlayStation was 
the best. As far as Nintendo's next plat¬ 
form, we can't comment at this time as 
to whether or not we'll develop for it. 


PSM: What's happening with the 
Final Fantasy computer-generated 
movie? Will it be coming to the U.S.? 

Jl: Production is moving along smooth¬ 
ly. Just as with our games, we aren't 
making it just for Japan, but for the 
whole world. 

PSM: Before we go, are there per¬ 
haps any "Square surprises" that 
you could hint at for our readers? ! 

Jl: I can only say that Square plans on 
bringing a lot of games to the U.S. mar- j 
ket, almost the same amount as in | 
Japan, in the future we'd like to alleviate | 
problems that would keep games like 
Tobal 2 out of American players' hands. 



PSM: Is Square planning to make 
games for Sega's Dreamcast? What 
about the PlayStation 2? 

Jl: Again, well have to wait and see if 
these platforms' specs will mesh with 
what we want to do. 

PSM: Let's talk just a little bit about 
Final Fantasy VIII. From the early 
screens that we've seen, it looks like 
this game will have a much different 
feel from Final Fantasy VII. Was the 
goal of this game to do something 
completely different? 

Jl: Tetsuya Nomura is in charge 
of all of the character designs, 
just as he was for FFVII. The 
biggest difference is the lack 
of "super-deformed" charac¬ 
ters. This was changed 
because of a lot of the 
fans' opinions of FFVII. 

The biggest difference is 
that FFVIII is more futuris¬ 
tic. Also, the theme of FFVIII 
is love and friendship, while FFVIFs 
was life. Even I haven't been given the 
full details on the theme of FFVIII. It's 
still in development, so information 
about it is scarce. 


PSM: That would be great! Well, 
thanks for your time, and good fuck 
with your new venture. 

We know it will be a huge 
success for Square. 


Find/ Fantasy VIII 
will be much 
different and vastly 
improved from FFV/f. 
Square credits this to 
consumer feedback 
from the last game. 


PSM: Would it be accurate to say 
that the game is aimed to be more of 
an "epic romance" than the tradi¬ 
tional action-adventure that we're 
used to in Final Fantasy games? 
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We've listed every upcoming 
PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It's still 
fun to look forward, though! 
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Sony's big ad campaign 
for Gran Turismo has paid 
off big dividends so far. 


ui yames, to take the checkered flag. 

1 ► Gran Turismo 

2 ► Tekken 3 - Stili near the top, but not quite as hot as GT 

3 ► Breath of Fire Hi - A good RPG will always sell well 

4 ► Need For Speed HI - Still one of the best racers 

5 ► Triple Play '99 - Baseball season is in full swing 

6 ► MLB '99 - in a dead-heat battle with EA's title 

7 ► Einhander - Shooter fans finally have a reason to smile 

8 HotShots Golf - A decent showing for a golf game 

9 ► Tactics Ogre - Strategy fans are still hungry for more 
TO ► Resident Evil 2 - In danger of falling off the chart? 
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Tekken 3 —it finally 
came, and it conquered. 
Expect it to stick around. 


Even/ month NPD (a market research company) surveys a host of 
retailers to find out which games are selling well. In February, 
Tekken 3 took command of the chart. Also, notice how Tomb Haider 
has made a comeback, thanks to its "Greatest Hits" re-release. 

1 ► Tekken 3 

2 ► Need For Speed Hi - "You've damaged state property!" 


3 ^ Triple Play '99 - Way ahead of Sony's game on this chart 


[ 4 ► Tomb Raider - With a cheaper price, back on the list 
: 5 ► Resident Evil 2 - Still holding its own, but falling 
I 6 ► WCW Nitro - This game is "just to sweeeet!" 

7 ► Crash Bandicoot - Will this game ever stop selling? 

8 ► NBA ShootOut '98 - NBA Playoff fever is in the air 

9 ► MLB '99 - A decent showing, but getting blown out by EA 

| 10 ► NASCAR '98 - Fans love this game— a true underground hit 
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NFL Extreme 


.Fighting_ 

...Snowboarding. 

..Action/Shooter. 
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. .Action. 

..Football.. 

| .Racing. 

.Racing. 

.Hockey. 

.Action. 

.Golf. 

....Hockey.... 

.Tennis,.. 

Action / Platform 
..Action. 
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Konami 
Konami 
THG. 
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} Virgin.. 

Working Designs. 


.Inti Rally Championship 

.Viva Soccer 

.Lunar: Silver Star 

Stop/ Complete 


989 Studios.Sports 


989 Studios.......... 

3D0/Cyclone. 

Ascii... 

Ascii. 


...Dancing. 

.Action/Strategy.. 

.Puzzle. 

.Strategy. 


Bust-A-Groove 


Acclaim.Simulation.Constructor 

Acclaim.Wrestling......WWF WarZone j 

Capcom.Fighting.Pocket Fighter Capcom.... 

Fox Interactive...Racing.N20: Nitrous Oxide Activision . 

Psygnosis .Alternative......Spice World ; Electronic Arts 

Sony CEA.Action/Platform......Tomba I 

Sony CEA.Racing.Turbo Prop Racing 

Working Designs.2-D Platform.Silhouette Mirsae ? 

Working Designs.Shooter.Thunder Force V: | 

Perfect System * 


.Army Men 3-D 

...Hit Back 

.Master of Monsters: 

Disciples of Gaia 

.Darkstalkers 3 

.Freestyle Boardin' '99 
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989 Studios.. 
Accolade. 

Activision. 


Electronic Arts. 

Electronic Arts. 

Fox Interactive. 

Fox Interactive. 

Interplay. 

Playmates. 


Psygnosis.. 

Sunsoft. 

Sunsoft.. 

Ubi Soft. 

Ubi Soft..... 


.Fighting............Cardinal Syn 

...Baseball.Hardball 6 

.Action/Adv....Fifth Element, The 

Atlus..RPG.Kartia 

Crave.1st Person Shooter.... Redneck Rampage 

Crystal Dynamics.Combat Strategy.Unholy War, The 

Eidos.Action....Ninja 

jlectronic Arts.....Football.NCAA Football '99 

Fox Interactive.1st Person Shooter....Aliens vs. Predator 

Hasbro.Board Game.Battleship 

Interplay...Action/Platform.Heart of Darkness 

Konami...Action/Shooter.C: The Contra 

Adventure . 

Soccer.Int'l. Superstar Soccer ij* : 

..Party.Poy Poy 2 | 

..Fishing.Bass Masters Classic • gsg Studios 

Tournament Edition j S 89 Studios.'. '.'.'.! 
..Bowling.Brunswick Circuit \ ^ ct i v j s j on 

Pro Bowling 

s.Strategy..C&C Red Alert: Retaliation 
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.Fox Sports Hockey '99 

...Fox Sports Tennis '99 




....Earthworm Jim 3-D 
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.Space Shooter... 

.Action/Adv. 

.Action/Adv. 

.Car Combat. 

.Meeh Combat... 


.Teenage Mutant 

Ninja Turtles 3-D 

.Blast Radius 

.Hard Edge 

.Monster Seed 

.S.C.A.R.S. 

.Shadow Gunner: 

The Robot Wars 


E: : - 

■: , - : • T . . . 

' 'p fesjD e SE£fej* v '* *'T - k© i -t - 

■ 


tfWmsm 

s £j.- l T r --I's.'. 1h -, ;p.* 


Alpha Software.... 


..Snowboarding... 

.Racing. 

.Classics. 

....Educational. 
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.Cool Boarders 3 




.Activision Classics 

.Elmos Magical 
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Letter Tour 


Alpha Software.Educational.... 


.Football.NCAA GameBreaker '99 

soy oiuaios.Football.NFL GameDay '99 

Activision.Action....Tenchu 

Capcom.Classics..Capcom Generations: 

Ghost & Goblins 

Capcom.Action/Platform.Mega Man Legends 

Capcom.Survival Horror.RE: Directors Cut 

{Dual Shock) 

Capcom.Survival Horror.RE2 (Dual Shock) 

Capcom.Fighting..Rival Schools: 

United by Fate 

Crystal Dynamics.3-D Action/Platform.Akuji the Heartless 

Square/EA.RPG...Parasite Eve 

GT Interactive.Action/Adventure.Duke Nukem: 

a Time To Kill 

Interplay.Action/Platform.Wild 9, The : 


Crystal Dynamics.. 

Cyclone.... 

Squ3re/EA.. 

Konami. 

Konami.. 

Konami... 

Psygnosis. 

989 Studios. 

Sony CEA. 

Sony CEA.... 

THQ... 
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Virgin. 
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.Action/Adv. 
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.Shooter. 

.Action/Adv. 

.Hockey. 

.Shooter. 
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..Racing/Combat.. 

..Fighting. 


.Uprising X 

..Xenogears 


.G-Shock 

.Meta! Gear Solid 

..Kensai 

.Respect, Inc. 

.MediEvii 

.NHL FaceOff '99 

.WarHawk 2 

.............Dead Unity 

.SpeedTribes 




.Thrill Kill 
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989 Studios. 


Sir Tech.Action.....Joe Blow 

Sony CEA.Action/Platform.Spyro the Dragon ; □□□ 

?, c n mo .Action/RPG.Deception;n | Activision 

Inu.Puzzle...,..Devi! Dice ; 

THQ...Shooter.G. Darius 


....Diabolical Adventures 
of Tobu, The 


.Syphon Filter 
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.Twisted Metal 3 

.Asteroids "3-D" 

.Dead in the Water 

.Jeff Gordon Racing 
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their Goldeneye title, we PlayStation faithful have i ; 
been dying to get our hands on a Bond game. Well, \ 
the good news is that we got a chance to play 
MG M's Tomorrow Never Dies at E3, and it looked 
really great. Unfortunately, the bad news is that it 

.. i and we; 

ry of next year. Bummer. 
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Fox interactive 
Shaba Games. 
Sony CEA. 


Accolade 


Snow Racer 


.Racing.. 

.Racing. 

Action/Piatform 
Space Combat 


..Messiah 
Star Trek: 
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Interplay. 
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MGM Interactive 
Psygnosis. 


.Football........VR Football '99 
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Psygnosis.Strategy/Shooter..00T 

Sony CEA.3-D Action/Platform...Crash 8andicoot: Warped 

Sony CEA.1st Person Shooter..Legion 

Square/EA.Action/RPG.Brave Fencer Musashi 

Take 2.Action/RPG.Monkey Hero 

Take 2.Action.Special Ops 

. JhOBuiMi . 

THQ.Fighting......Shao-Lin 

Titus.Action/Adv....Superman 


.All Star Tennis '99 

.FI Racing Simulation 

.Professional Sports 

Car Racing 


..3-D Action...Croc II 

.Racing.Slipgroove 

. Action...Dark Guns 


Activision.....fighting.X-Men 

ASC..Action/Platform.Tommy Thunder 

GT Interactive.Action.Rebel Moon Rising 

• ....-.HUBS®!!! 

Konami.RPG.Blades of Steel 

Konami.RPG.NBA: In the Zone '99 

Konami.RPG.Suikoden II 
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Namco.Light Gun.Time Crisis II 

..Attack of the Saucerman! 
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Accolade.Racing.Test Drive 5 

Accolade.Racing.Test Drive: Off-Road 2 


..Action.Blues Brothers 2000 

Clfe t ■ i:b 


Ascii.Mech Combat.Armored Core: 

Project Phantasma 
.Backstreet Billiards 


.lufia HI: Ruins Chasers 


Ascii. 

.Billiards 

Bandai. 

.Fighting 


...Critical Blow 

Bandai.Platform.Tail Concerto 

Eidos.Action/Adv.Tomb Raider 3 

Enix. Platformer.Eggs of Steel 

Enix...RPG.Star Ocean 2 

Electronic Ms.Action/RPG.Dungeon Keeper 2 

Electronic Arts.Basketball...NBA Live '99 

Electronic Arts ..... 


Natsume... 




...Reel Fishing 2 
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.Strategy....Populous: 

in the Beginning 

Fox Interactive.1st Person Shooter.Alien Resurrection 

.Action.Motorhead 


Fox Interactive.. 

GT Interactive.Platform.Oddworld: Abe's Exoddus 

GT Interactive.Action.Rogue Trip 
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Hasbro.Game Show.Jeopardy 

Hasbro.Game Show.Wheel of Fortune 
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Psygnosis.Action/Adv.Contract, The 

Psygnosis.Futuristic Shooter.Eliminator 

Psygnosis.Racing.Formula 1 '98 

Psygnosis.Strategy.Global Domination 
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Psygnosis.Strategy..Sentinel 2 

Radical Entertainment.Hockey.ESPN Digital Games. 

National Hockey Night 

Radical Entertainment.Basketball.ESPN Digital Games: 

NBA Tonight 
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..ESPN Digital Games: 
X Games Pro Boarder 


TIG Publishing 
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.Baseball.High Heat 2000 

..Golf..Jack Nicklaus Golf '93 

_1st Person Shooter..Ouake!! 

.. ???.. Spiderman 

.Sim/Adv...Aqua Prophecy 

.Horror.Clocktower2 

: Capcom.Classics.Capcom Generation Vol. 3 

: Capcom.Classics.Capcom Generation Vol. 4 

Capcom.Classics.Capcom Generation Voi. 5 

Capcom......Fighting.Street Fighter III 

l Capcom.Fighting.Street Fighter Alpha 3 

: Capcom.Fighting.Star Gladiators II 

I Capcom...Fighting.....Street Fighter EX 2 

cademy Crystal Dynamics.3-D Platform. Gex3 
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..Tiny Tank ; Grolier Interactive.Action.Asghan 

Grolier Interactive.Adventure.Dragonf light 

Interplay.Fighting. 

Interplay.....Action/Fighting. 

_.... 

Jaleco.Action/Strategy. 

MGM Interactive.Action/RPG.Maximum Gauge 

Namco...Fighting.Ergheiz 

Playmates.Strategy/Action..Covert Wars 

Psygnosis.Shooter.Lander 

Tecmo.Simulation.Dead or Alive 2 

Tecmo..Horse Racing.Gallop Racer (I 

Tecmo .Simulation ..Monster Rancher 2 

Titus.-. TP. ..Blues Brothers 2000 

Working Designs..Action.Metal Slug 

Zombie.Action/Simulation.SpecOps 


..Rave-Fighting 

.Swiv 3-D 

__ 

.Dragonseeds 


.Kingdom li: Sbadoan 



The third Tomb Raider game is conning along, and 


ping, sometime in November. From what we saw at 
E3, we can tell you that Lara has a couple new 
moves, like the ability to duck and roil. Aside from 
other obvious updates (such as more weapons), not 
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We were walking Hie show floor at 
E3, minding our own business, when 
Noah looks over at the Psygnosis 
booth and sees.,.planet-based missions 
in the new Colony Wars?! Yeah, Baby! 
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A throwback to the 16-bit days and 
games like Out of This World and 
Flashback, Heart of Darkness is look¬ 
ing to surpass all of its predecessors in 
terms of both graphics and sheer fun. 


Okay, let's get one thing straight: this 
game isn't coming out for a long Hme, 
so we're giving it its props this issue, 
but we're not going to list it every 
month. If we keep thinking about the 
wait, we'll just go insane! 


Will this game ever come out?! Sigh. 
We've played the first two demo 
levels so much we've almost fried our 
brains on 'em. C'mon Konami, quit 
playing this one so dose to the chest! 
Give the fans what they want! 
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night we got our early copy of 
in, Chris took it home and 
# ed it until 1:00 in the morning. His 
response: "It's awesome!" Now that 
we've spent so much time with the 
game, we see how really good it is. 


This game will definitely not disap¬ 
point Crash fans. It's incredible! Plus it's 
got mad Dual Shock features all over 
the place. Platform game fans really 
have a lot to look forward to. 


We were really surprised at how fun 
this game looks! We only got to play it 
a littfe at E3, but now we totally can't 
wait for the full version. Square really is 
ing to end up conquering all genres! 


The new version at E3 showed a 
demonstration of how the environ¬ 
ments will morph in real-time between 
the real world and the spirit realm. All 
we've got to say is—it looked damn cool. 


8 ► 

Blake just won't stop gushing about 
this game. The graphics engine is real¬ 
ly impressive, and there appears to be 
a unique mix of strategy to go along 
with the intense first-person action. 
Now the rest of us are excited to play! 


Okay, so this is the biggest Resident 
Evil rip off you'll ever see. But it still 
looks way cool, and If anyone can 
come dose to delivering the same 
high-level gameplay experience as 
m, it's Konami. 
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finff eve finally got pictures 

m sal S 

of the Parappa the 
Rapper figures from Medicom 
Toys! Apparently, Parappa's box¬ 
ers and Sunny Funny's under¬ 
wear (not pictured) are original 
creations of Rodney Greenblat. 
Ummm...not that that's impor¬ 
tant or anything... 


' 


akusan ari- 

WM masu yo f 

Parisu-kun. I've got kJMy- 
LOTS of stuff to Tj( 
share with our otaku 
readers. We've got fun 
games in my August Picks 
section 


and those die-hard 
otaku who want to attempt his¬ 
torical simulations will need this 
month's game terms. Ikuze! 


For only $22, these toys are 
a steal! But what's the story 
with the underwear, Rodney? 


fjjplibet that all of you otaku are psyched for Final 
■UP Fantasy l /ill, right? And with Dragon Quest VII 
just around the corner, it's going to be a great time for 
the PlayStation. But for now, we've got super-deformed 
giant robot puzzle bubble action waiting just for YOU! 
Point Blank fans will be happy to note its sequel Gunbarl, 
featured in the Otaku Game of the Month section. Don't 
miss our Capcom Generation and Macross Digital 
Mission VF-X2 updates, either! In the manga realm, this 
month we have Gun Dreams: Memories of Mars for you 
to check out. Oi, Chibi-chan...ran/ ka ga aru? 
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ou may recall a large, 
Hpk land-based mecha from 
the TV Macross series that was 
loosely known as the Destroid 

thef ;'Destroid 


Gerwalk 

mode is awesome! 


Monster 

Monster will ippear in Macross 1 / 

Digital Mission VF-X 21 This innov- 

ative machine, designated VB-6, 

could transform into three modes \ '. \ \,4®v 

just like a Valkyrie (Shuttle, Z' rs : 1 vffc 

Destroid, and Gerwalk modes). ; % i-Ap 

This mecha has no official name at 

present, so Bandai Visual is re- j J L 

questing that gamers send in their “ w 

suggestions. Masaharu Kawamori | Those familiar with the tv 
and Teruhiko Mikimoto, from the Macross e 

TV Macross staff, will be on hand 
to judge the ideas. Winners will 
receive an original VB-6 drawing by Kawamor 
and have their names printed in the staff list! 




► Tetsuya Nomura, in charge of the character designs 
for Final Fantasy VII, has revealed two characters for the 
upcoming Final Fantasy VIII: Squall Leonhart and Laguna 
Loire. Ail else regarding these characters is unknown, 
including whether they are friends or enemies. A pro¬ 
motional video at the press conference confirmed that a 
female character will be part of a love triangle between 
Squall and Laguna. 


I -fir*#4 


coo! in 


► Sony CEI and Whoopee Camp announced that they 
would jointly establish a company called Deep Space 
Inc. SCEI will have controlling interest at 50.5 percent. 
Tokuo Fujiwara, Representative Director of Whoopee 
Camp and creator of Bionic Commando, Ghouls and 
Ghosts, and Tomba, was named Executive Producer of 
Deep Space. Gamers will see its first unnamed "real- 
time adventure" title at the end of 1999. 


The newest ele¬ 
ment in this sequel is 
the use of pulleys. 
Two pulleys are at¬ 
tached to the top of 
the screen, with bub¬ 
bles on both ends of 
the ropes. If too many 
bubbles collect on 
one side, it will cause 
the heavy side to 
drop closer to you. 
You must be con- 


T | aito's Puzzle Bubble (Bust A 
1 Move in the U.S.) series is prob¬ 
ably the most successful puzzle series 
since Tetris , and Puzzle Bubble 4 should 
be just as awesome as the others! 

Puzzle Bubble 4 features five modes: 

Puzzle, Player vs. Computer, Player vs. 

Player, Challenge, and Edit. Puzzle mode 
has three options: Story Puzzle, Puzzle 
Game, and Collection. Just as before, in 
Puzzle Game you choose a path marked 
by letters. Solve five puzzles and you can choose 
another path. In the Collection option, you can choose 
which style of puzzle you wish to try. Challenge mode 
ranks your performance after five stages, and Edit 
mode enables you to create your own puzzle! 


^ The Computer Entertainment Software Association 
(CESA) announced that the Fall Tokyo Game Show '98 
will be held this year on October 9,10, and 11. As usual, 
the location will be the Makuhari Messe in Chiba 
Prefecture, Japan. Just as with the Spring Game Show 
held March 20, 21, and 22, there will be eight halls full of 
exhibitors—up from last year's seven halls. A list of 
exhibitors and titles is unknown at this point, but it is 
confirmed that Sega will be publicly unveiling its 
Dreamcast system. No word on the PS2, though. 


Pulleys add a new dimension of difficulty to 
Puzzle Bubbfe 4. Keep those balloons in balance! 


so as not to drop too tar. ! he pulleys should provide 
even more of a challenge for Puzzle Bubble fans 
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Namco; released April 29; 
copies sold: 236,186 

2. TEKKEN 3 

Namco; released March 26; copies sold 
107,835 (in last 2 weeks), 970,762 total 


3. PARASITE EVE 

Square; released March 29; copies sold: 
84,541 (in last 2 weeks), 819,025 total 


4. GRAN TURISMO 

SCEI; released December 23; 
copies sold: 76,155 (in last 2 weeks) 
1,666,102 total 


5. NEON GENESIS EVANGELION 
Gainax; released April 16; copies sold 
34,215 (in last 2 weeks), 75,381 total 


6. SKULL MONKEYS 

Riverhill Soft; released April 23; 
copies sold: 29,999 

7. TAIL CONCERTO 

Bandai; released April 16; copies sold: 
28,542 (in last 2 weeks), 47,389 total 

8. DETECTIVE MITSUO JINGUJt: 

A DREAM'S END 

Data East; released April 23; 
copies sold: 26,738 

9. MINNA NO GOLE 

SCEI; released July 17; copies sold: 
25,198 (in last 2 weeks), 1,428,704 total 


10. RESIDENT EVIL 2 

Capcom; released January 29; 
copies sold: 23,924 (in last 2 weeks) 
1,856,783 total 
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In Story mode, you choose one of eight 
characters, each with differing goals and 
abilities. You must solve riddles, defeat 
monsters, and avoid traps while collecting 
Demon Stones. By collecting all the 
Demon Stones you will fulfill the Legend 
of Lemuria. Arcade Mode has the same 
eight characters, but they fight in a similar 
fashion as Tobal 2‘s Quest Mode. The 
more medals you collect in Story Mode, 
the more characters you can select! 


In Takara's action- 
\ adventure game 
A Abara Baan, you 
A explore Astarika, a 
§H society that inter- 
Wm mingles myth 
W and high civiliza¬ 
tion. You can explore 
i two modes: Story 
mode and Arcade mode. 




A Fans of Tobal 2's Quest mode will 
love Abara Boon's Arcade mode. 


enter it in a public match. The matches 
have four classes: Baby, Junior, Fighter, 
and World Dragon Champ. These battles 
are to the death, so if your dragon loses 
it's back to the drawing board. Strangely 
enough though, the dragons don't use 
breath attacks or claws—they employ 
swords and shields just like humans do! 
Dragon Seeds has a lot of Japanese text, 
but the game could be worth it for fans of 
similar games like Monster Rancher. 


■ If breeding dragons to 

■ fight sounds like fun to 
W you, then Dragon Seeds 
V is your game. This Jaleco 

simulation enables you to 
clone dragons in a iab, equip 
them at a shop, then head off 
to the training center for 
. mock battle! When your 
m dragon is ready, you can 


4 These aren't your average drag¬ 
ons-like humans, they are trained 
to fight with swords and shields! 





game terms, so you can 


is the king of this genre, with countless titles released in Japan 


retreat, withdrawal 
alliance, league, union 
.southern barbarian soldiers 
throwing (spears) 
catapult 


three countries, three kingdoms 

peerless, unparalleled 

China 

history 

Confucius 

.battlefield 

battlefield 

conquest 

.strategy 

.war 

battle, action, combat 
.charge, assault 
.ambush 


doumei. 

nanban-hei 

tousha. 

hassekisha 
rousen........ 

sakuryaku 
houbi. 


trick, ruse, artifice 
prize, reward 
funds, money in hand 
.possession, property 
army provisions 
transactions, deal, business 


strategist, tactician, schemer 
governor-general, viceroy 
appointment, promotion 
conscription, recruitment 



A 
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apcom has already announced that it will be re lea s- 
3linq five Capcom Generation discs of nostalgic 
Capcom titles. The first disc has 1942, 1943, and 1943 
Plus, while the second disc will contain Ghosts 'n 
Goblins, Ghouls 'n Ghosts, and Super Ghouls 'n Ghosts. 

So just what will be on the other three discs? 

_ 

To help decide, Capcom held a Capcom Generation 
campaign to let Japanese gamers vote on the most pop¬ 
ular titles. The deadline is almost up at press time, so we 
should know what these titles will be by next issue. 
Listed are the games that are under consideration: 


m ‘‘ 


▲ Why don't they replace one of 
the Street Fighter titles with the 
side-scrolling SideArms (1986)? 



> <i i h 


Him. 




rave Saga is the latest simulation RPG from 
P Takara, set in the far reaches of space. A seal 
in time and space has unexpectedly opened, unleash¬ 
ing the evil Gran Dark. The cosmic-conscious body 
known as Astal went to investigate and stop Gran 
Dark's impending assault, dispatching its "sacred 
heroes" and disciples to each planetary system. The 
sacred heroes are mecha known as "Bums." Burns 
need to be charged with energy in order to fight, and 
the source of this energy is a light that emits from 
their bodies when fellow Burns are in trouble. 

Burns are only six inches tall, but when fully 
charged with energy, they can change into giant 
mecha (like the Transformers!}. When the Gun Dasher 
car is joined with a Burn, it will form the giant robot 
called "Burn Gun." These mecha are manipulated on 
tactical maps, which are cleared when enemies are 
destroyed and allies are rescued. With over 100 scenarios 
and events, Brave Saga has a lot to keep you busy. 
Finishing the levels will power up the Burns as well as 
bestow new weapons upon the Burn Gun. 

Slated for a De- 




m m 


A The 1950's sci-fi dashboard, coupled with these giant 
robots, will make any player nostalgic for old-school sci- 




cember release in 
Japan, Brave Saga is 
part of the growing 
pantheon of super- 
deformed robot titles 
normally dominated 
by Banpresto (such 
as the Super Robot 
series). There is a lot 
of Japanese text, but 
robot fans should 
definitely take note 
of this one! 


A The massive Burn Gun results from the union of the 
Bum with the Gun Dasher car. Okay, so it's confusing... 


n the tradition of the Shogun Warriors and 
Voltron comes Aroma's shooter GepP-X. 
The game centers around three henshin (transforming) 
mecha that can also join to form one big robot. The 
Falcon looks like the G-1 from Gatchaman (Battle of 
the Planets in the U.S.) when flying, but when trans- 
Tormed into a robot it resembles Mazinger Z (Tranzor 
Z in the States). It's fairly balanced in the marksmanship 
and ship-to-ship combat department. The Shark and 
Panther have fairly original designs loosely based on past 
giant robot cartoons. The Shark's special weapon is a pow¬ 
erful penetrating laser. The Panther is a bit slow, but it has 
guided missiles and is handy in ship-to-ship combat. 

The pilots of these mechs—Jin Houshutsu (Shark), 
Kejichi Mozu (Falcon), and Chikara Tennouji (Panther)— 
never leave their ships during the game. However, they 
: do appear in FMV anime sequences between stages 

i\ 

to illustrate the story. The animation is truly 
beautiful at times. 

Other than being a side- 
scrolling shooter, little else is 
known about this title. Look for 
GepP-X this winter! 


FOLLOW My 
LEAP TEAM, W&RB 
GOING IN! JUST RE- 
\ MEMBER TU FORM j 


THE HEAP"! 


/ 


Gun Dreams: Memories of Mars 




he manga series Ganmu (Gun Dreams), 
which originally appeared in the Business 
Jump comic book, has now made it to the Play¬ 
Station as Gun Dreams: Memories of Mars. In this 
action-RPG from Banpresto, you play the part of a 
cyborg female named "Girlie." Your mission is to col¬ 


lect information in order to clear levels. Unlike most 
RPG combat systems, you must press the SELECT 


button to put your character into battle mode. This is 
important to note because you can only acquire tar¬ 
gets in battle mode. The game has no separate bat¬ 
tle map or screen for combat; you simply fight 
wherever you happen to be. The RPG is faithful to 
the story, so expect to find a lot of the same baddies 
you've seen in the manga. Look for Gun Dreams: 
Memories of Mars this month on import shelves! 





-4 Targeting 
your oppo¬ 
nents is as 
easy as hit¬ 
ting the 
SELECT but¬ 
ton—then you 
can fight any¬ 
time, and 
anywhere! 
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he popular Guncon-compatible Play¬ 
Station title Point Blank (Gunbullefj 


Gunbarl (a play on words with the term 
gambaru: "give it your best shot"), this title is 
a PlayStation original, with brand new stages, 
a Party Play, an RPG-esque Theme Park 
mode, and Endurance mode. 

Party Play Mode enables two to eight 
people to play in a Tournament, Team Battle, 
or Battle Array (if you only have one Guncon, 
you can switch when it's your turn). Theme Park mode has ele¬ 
ments of an Action-RPG, in which you must find a princess whose 
whereabouts is unknown. Throughout the story, you meet many 
characters, use a variety of items, and clear all of the obstacles in 
your way. The idea is to get through the game safely without being 
shot, in Endurance mode, the object is to clear as many stages as 
possible. A simple miss can mean your life! 

Gunbarl also has the same Arcade, Vs., Training, and Option 
modes found in Point Blank. All of the stages in Point Blank were 

taken from the arcade, 
■ but every single stage 
p? Wm4 J / ■ in Gunbarl for the 

I v (j if I PlayStation is original. 

1 *A X : 1 This amazing sequel 

JMk j I equivalent of $43, and 

is available now. Get it! 


a Targets travel on a roller coaster track as you try to plug them 


A Up to eight players can participate in Gunfearf's 


W' DON'T EVEN THINK X 
r ABOUT CHALLENGING ME ' 
TO A GUNCON GARB! I'VE 
GOT THE FASTEST TRIGGER- 
FINGER IN THE EAST, AND MV 
k PARTNER PARIS-SAN v 
HAS My BACK! / 




■ 




► See all of those sheep care¬ 
lessly prancing around in their 
pasture so innocently, without 
a care in the world? Your job 
is to shear them—with bullets! 


A In Point Blank you could shoot at Dig-Dug 
monsters for clay pigeons, or match panels with 
Pac Man characters. Gunbarl also has stages 
that use Galago as a motif. 








OKAY CHIB I, I'M X. 
THROUGH WITH My KATA. 
NOW LET'S GET OUT OF HERE 
AND HOOK UP WITH SOME 
DOWN-AND-DIRTY GUNBARL. 
X ACTION/ / 


IT'S ABOUT TIME, / 

^ TOMOOACHMYt NEVER SEEN \ 
ANYONE HOLD THE CRANE STANCE 
FOR SO LONG! GRAB YOUR GUNCON 
AND LET'S HIT THE ROAD. WE'LL SEE 
YOU NEXT MONTH, FELLOW OTAKU' 

V SAYONARA! 


Ahh, there's nothing like a good game of 
Point Blank, ne? The only Guncon game I 
couldn't wait for even more would be Time 
Crisis 2! Well, that's about it for me. Chibi- : 
chan, otsukaresama deshita! You've defi- J 
nitely put your time in for this issue! J 


A UJ UU UJ .-F B fn ONLINE, com 
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is, the PlayStation is incredible—but that 
doesn't mean ail of its games are going to 
knock your socks off. Our reviews give you 


rhe mosr hanesr, dependable, unbiased 
playsfarion reviews an rhe planer—period 


the total breakdown on all the latest titles, 
so you know when to buy and when to cry. 
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•••• 






X 






t""": 












■■■■■BSHHH LO**" *r ***0 t 




GAME i 

The characters really look great! 

The music is just standard stuff, but the 

ENVIRONMENTAL SOUNDS REALLY ADD A LOT 


★ SUMMARY 


V It takes hours tb figure out the 

GAME IS TOD HARD TD GET INTO 

▼ What does the bear have to do \ 


This is the 
Game 

Summary. It's 
kind of like 
"Cliff's 
Notes" for 
all you lazy 
types who 
won't read 
the whole 
review. 


These are the categories that we think are most 
important when rating a game. Each is rated on 
a scale from 1 to 5. 


With our Replay Chart, you can see the potential lifespan of a game at 
a glance! Some games are great fun at first, but quickly wear thin. 
Others are tough to get into, but really take off if you stick with 'em. A 
5 means that you will be playing it non-stop, while a 1 means its prac¬ 
tical)/ in the closet. 





The -P5IY1 -Rating 







A pretty good game. It has its share of rough spots, 
but it has some redeeming qualities, as well. 


^ e here at PSM want you to know that we take 
our reviews very seriously. Just like you, 


we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional "five-star" ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 


A PlayStation classic that no fan should be without 
A can't-miss game, no matter who you are! 


A really well-done game. H you're a fan of the genre, 
you should definitely check this one out 





Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 


Don't even make eye-contact with this one 
it's not worth one second of your time. 




T 


hese are our ratings for 
some of the games released 


over the past several months. 
Check 'em out for any titles you 
may have missed! 


Alundra GOO© 

Arc/s Gr. Hits: Atari Col. 2 GOOI/2 

Auto Destruct 0001/2 

Azure Dreams 0001/2 

Bio F.R.E.A.K.S. 000 

Blasto OOO 

Bloody Roar OOO© 

Breath of Fire III 00001/2 
Broken Sword 001/2 
Cardinal Syn 00 
Cool Boarders 2 0001/2 
Courier Crisis 01/2 
Crash Bandicoot 2 OOOOO 
Dead or Alive 00001/2 


Deathtrap Dungeon 00 
Diablo 00001/2 
Dragon Ball GT Final Bout O 
Duke Nukem: TM OOO© 
Einhander 00001/2 
FIFA '98 0001/2 
Final Fantasy Tactics ©GO© 
Forsaken 0000 
Frogger O 

Gex: Enter the Gecko OOOO 
Granstream Saga, The 0001/2 
Gran Turismo OOOOO 
HotShots Golf OOOO 
Jersey Devil 0001/2 
Jet Moto 2 0001 /2 
Judge Dredd O /2 
Lode Runner 001/2 
Mega Man Legends OOOO 
Micro Machines V3 0001/2 
MLB '99 OOO 
Monopoly 01/2 
Monster Rancher 00001/2 
N20 001/2 

Nagano Winter Olym. '98 0001/2 


NBA: In The Zone '98 OOO 


NCAA GameBreaker '98 




NFS 111: Hot Pursuit 00001/2 
Pitfall 3-D OOOO 


Red Asphalt OOO 
Resident Evil 2 OOOOO 
Riven OOO 
Saga Frontier 001/2 
San Francisco Rush 00 
Sentinel Returns 01/2 
Shadow Master 001/2 
Spawn The Eternal O 1/2 
Speed Racer 00 
Tekken 3 OOOOO 
Test Drive 4 OOOO 


Theme Hospital OOOO 

Tomba! OOOO 

Tomb Raider 2 OOOOO 

Triple Play '99 OOO 

Vigilante 8 00001/2 

VR Baseball '99 0001/2 

VR Sp. Powerboat Racing 0001 /2 

World Cup '98 0001/2 

X-Men Vs. Street Fighter OOO 
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Eurocom 


PUBLISHER 


DEVELOPER 


■ » 


TYPE OF SAME 




— 


The addition of weapons to 
the gamepkiy is really more 
novelty than actual function, 
but they can come in handy. 


is exclusive to 
the home version and 
he's just as unbalanced 
as ever. Get ready for 
a serious beating. 


A Some of the older characters now have their most popular Fatalities again, this time in 3-D, The 
blood may be blocky, but it's still cool to see Sub-Zero's classic "Head-Rip" Fatality again. 

MK4 GETS BACK TO THE ITS DARK AND GRITTY RDDTS 

he Mortal Kombat series has always 
retained its popularity, despite the vary¬ 
ing quality between each game. MK4 is one of 
the best the series has offered, yet it still suf¬ 
fers from a few of the flaws that have persist¬ 
ed in past MK titles. 

MK4, like the previous games, starts up 
where the last one left off. In this installment, 
the evil Elder God Shinnok has been let into the 
realm of Edenia by a traitor. From Edenia, the 
bitter god (he's been imprisoned in the 
Netherealm for a very long time) plots to over¬ 
throw the Earth. Luckily, Raiden catches wind of 
Shinnok s plans, and with the usual band of heroes he 
sets off to stop Shinnok and his minions once and for all. 

The game has a large returning cast of characters, 
including favorites such as Sub-Zero and Liu Kang, as 
well as a few new faces, like Kai and Quan Chi. The biggest difference in this 
version from its previous incarnations is the move from digitized sprites to a 
fully polygonal game. All of the characters are nicely done and the animation is 
definitely a step up from the original, but unfortunately some of the moves 
don't look quite right in 3-D. The game has all of the Fatalities you could ever 
want. Thankfully, they're much darker than in the past couple MKs and don't 
really have any of the silliness we saw in MK3. The gameplay, however, hasn't 
changed much; it remains true to the MK style. 

This is good and bad. While it's good that Mortal Kombat aficionados 
be able to pick up the game and 
play, very few of the long-time 
complaints from the series have 
been fixed. First of all, almost all 
of the characters have the 
same basic moves list—the 
only variety to be had is in their 
special moves and their throws. 

Second, the "dial-a-kombo" has 
been brought back in the form 
of some universal kombos that 
every character can execute. 

The control has been tightened 
since the arcade, though, and 
it's much easier to pull off effec¬ 


tive kombos at home. You can now interrupt these kombos with specials much 
more easily than you could in the previous versions, so it takes some skill to do a 

wealth of damage to your oppo¬ 
nent. However, the addition of 
weapons is actually fairly minor due 
to their slower attack speeds and 
the delay in pulling them out. 

MK4 has a wealth of options, 
including a tournament mode (up to 
eight players), a survival mode, and 
a two-on-two mode. The single¬ 
player game is OK, but in the MK 
tradition the computer opponents 
are insanely difficult at hard levels, 
and frighteningly stupid at the easy 
levels. MK4 sports two secret characters to play (Goro and Noob Saibot) as well as 
full FMV endings for each character. These endings are pretty darn bad, though. The 
animation is really sub-par and the voices—well, let's just say that the actors could¬ 
n't have sounded more bored if they tried. 

Overall, this is a good installment to the MK world. The control is tight, the graph¬ 
ics are good, and the playability is the best since MK2. Unfortunately, with fighting 
games on the PlayStation like Tekken 3, Street Fighter EX plus Alpha, and 
Dead or Alive , Mortal 
Kombat 4 doesn't 
really hold its own 
as a standout 
fighter. It is an 
excellent con¬ 
version from the 
arcade, howev¬ 
er, and any MK 
fan will be more 
than happy with 
his port. 


A The lighting and particle effects from the arcade have all 
been successfully brought over to the home version. 


Mortal Kombat 4 


A AUGUST 1990 iaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaa 
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Lightgun 


-■: f/emenfa/ Gearbo/f marks an 
impressive evolution for the 
shooter genre, but it's not quite 
a revolution. 


1; III p|p 

t's a world gone mad, an evil force is behind it all, and you're the only one 
who can put things right. Sound familiar? The story may sound cliche, but 
this definitely isn't your run-of-the-mill lightgun game. Elemental Gearbolt is the lat¬ 
est creation from Alfa, the team that brought us Project: Horned Owl— not exactly 
something to cheer about. Thankfully for PlayStation fans everywhere, Alfa's sec¬ 
ond outing in the genre is among the shooter elite. And, better yet, it's been given 
the usually stellar Working Designs treatment for its trip across the Pacific. 

From the moment you boot up Elemental Gearbolt it becomes clear that it's not 
your average game. For starters, it's set in a gothic fantasy world—not the cops and 
robbers realm we're so accustomed to. And while it may not be the most techni¬ 
cally impressive game to grace the PlayStation, its visual design is among the most 
unique yet seen in a 32-bit game. Next comes its soundtrack, which is nothing short 
of astonishing—pure classical, yet very fitting. Tying everything together are short, 
well-done anime cinemas. 


From a gameplay standpoint, Elemental Gearbolt is standard yet solid blaster 
fare. You're still on rails, and enemies still pop out from pre-determined locations. It's 
this lack of gameplay innovation that keeps the game just shy of classic status. 

In its standard fashion, Working Designs has gone a step further in the 
game's conversion to beef up its replay value and overall challenge. Twelve hid¬ 
den chalices now boost each of your three weapons, and the difficulty levels 
have been fine-tuned. Unlike its Japanese counterpart, this is no walk in the 
park. And with plenty of hidden otaku items waiting to be unlocked, you can 
expect to keep coming back for more. 

Despite its rather formulaic gameplay, Working Designs has hit a bull's eye with 
Elemental Gearbolt Combining solid gameplay with out-of-this-world atmosphere, 
it's top shelf material. If you're looking to add a solid and unique shooter to your 
library, look no further. 
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MOST STUNNING VISUAL DESIGN YET SEEN IN A 




1 ENGAGING MUSICAL SCORE THAT YOU WILL 


iMULAIC ON RAII 
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Road Rash 3-D 


ROAD RASH IS BACK WITH MORE OF THE SAME 


-R 


oad Hash is one of those titles that EA has been able to milk for years and 
years without really having to add anything new to the mix. Road Rash 
3-D is no exception—even though it has some additions, this sequel plays just like 
every other game in the series. 

That's not necessarily a bad thing, though. One thing we've learned from the pre¬ 
vious installments is that it’s quite fun to speed on a motorcycle while attacking the 
other bikers around you. Unfortunately, beyond its fun base for gameplay, Road 
Rash 3-D harbors some serious flaws. The first, most glaring flaw is the framerate— 
while not bad, it hangs around 20 FPS. This is fine until you get to the higher- 
powered bikes, which move so fast that you can lose control due to the slower fram¬ 
erate. The framerate problem isn't noticeable for a while, however, because there 
aren't really that many bikes to choose from and it takes a while to do even the 
smallest of upgrades. 










2ND WEEK 1ST MONTH 2ND MONTH 


1ST HOUR 



m 


4 Although it has 3-D bikers, 
nothing else has really been 
added to the Road Rash formula. 


Another problem is that the learning curve in Road Rash 3-D is one of the steep¬ 
est in gaming history. Even after blowing through the eight tracks on level one with 
ail first-place awards, you still will be fighting hard not to place last on level two. Trust 
us—it's that steep. Road Rash 3-D has also gone down the road of having far too 
much multimedia content. You can expect to see a movie that makes no sense in 
the context of the game whenever anything happens—this gets old really quick. 

The gangs themselves are fairly lame, and their FMV does little to make you 
really feel like a part of the game. If anything, these annoying videos soon cause you 
to dislike all of the gangs—even your own. 

Even with its flaws, Road Rash 3-D is still a blast to play. It's a shame that the 
two-player mode hasn't returned from Road Rash 2, but there's still plenty of one- 
player fun to be had. On another positive note, the music is awesome and covers 
several different styles, so there's something for everybody. If you're a fan of the 
series, Road Rash 3-D is worth a look. 


m Action is fast and furious when fighting off 

YOUR OPPONENTS 

The music is great ano really helps the game 
The graphics are rather bund 


y The choppy framerate is a problem with the 

FASTER BIKES 

▼ Way too much "multimedia stuff" 

_^ 
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< It's the final stretch! The graph* 
ics, the speed, and the gameplay 
in TPR ail make for an industry¬ 
leading boat racing game. 



TURBO PROP RACING MAKES A BIG SPLASH IN THE U.S. 

apid Racer came out in England over a year ago, where it was received 
P with mixed reviews. This intense game must have been a bit misunder¬ 
stood because it's a title that you should genuinely be excited about. Rapid Racer is 
now out in the States, with the new name Turbo Prop Racing . 

This game is a PlayStation technical marvel (especially considering that it was 
made well over a year ago). The entire thing runs in high-res at a flaming 60 frames 
per second. High detail and complex textures are, of course, the sacrifice, but the 
graphics (although simple) do the job and will even turn some heads. The boats 
themselves are in crisp detail with a cleanness not usually seen on the PlayStation. 
It looks like a high-end PC game! The wake and spray effects are also clean and 
impressive, although maybe a iittle too subdued. 

You will start to see the beauty in Turbo Prop Racing when you realize that its 
graphic and speed prowess has been combined with some extremely playable 
physics. TPR does have a bit of a learning curve, however. Driving a boat is nothing 
like driving a car, but the feel should be familiar to fans of the Wipeout series. The 
water physics are amazing. Find the right line and the water will propel you along, 
get out of the line and you're battling against it. The use of water currents is very 
impressive—they add to the authentic feel of racing a powerboat down a river. 

The tracks in TPR range from flat coastal areas with small waves to rushing rivers 
with narrows and a fast-moving current. Several of the courses are insane roller 
coaster rides that leave you on the edge of control. It's too bad that the game only 
has a few actual jumps, although some courses have several dramatic drop-offs. 

By beating all the courses you will eventually open up the best bonus of the 
game: the Fractal Courses. These are randomly generated by entering numbers and 
characters into the fractal generator. This bonus provides for an endless supply of 
fresh new courses, adding even more depth to an already fantastic game. Even the 
two-player, split-screen mode has five different ways to play. With everything it has 
to offer, Turbo Prop Racing will keep you busy for hours upon hours. 
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ou might think a legendary soccer footwear company like Adidas would 
bring some authenticity and excitement to the world of PlayStation soccer. 
Unfortunately, Adidas Power Soccer '98 is about as bad as Psygnosis' first attempt 
at the game a couple of years ago—a clifficult-to-control, super-arcadey soccer game 
with flashy five-minute Adidas commercials during half-times. The Adidas presence 
is even more pervasive this time around (if that's even possible), with some amaz¬ 
ing Adidas commercials and other little ads during ail of the load screens. 

The front end of the game is awkward and confusing, offering less options to 
adjust then any of its competitors. The opening cinema is also a bit perplexing—it 
introduces us to these weird soccer players through their dreams and memories 
while they travel to some big soccer match. We never see them again. 
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Psygnosis 


Sports/Soccer 


4 Even the ability to play in the 
rain doesn't help save Adidas 
Power Soccer '98 from being a 
bad soccer game. 


3 


After being treated to some Adidas eye candy, you're forced to play soccer on 
ugly, pixelated soccer fields in boring stadiums. The players don't look that much 
better, with blocky limbs and bodies and lots of jagged edges. They have only a lim¬ 
ited amount of animations that they repeat over and over again like little automatons. 

All would be excusable if APS '98 played well, but even its fundamental game- 
play sucks. Psygnosis has tried to can/e out a niche in the videogame soccer world 
with over-exaggerated attributes and super moves, like shots on goal that knock the 
goalie into the net. This may sound great, but the button combination and timing 
required to pull the moves off make them virtually useless. A main addition to the 
game is combos that work similar to fighting games, but they are completely use¬ 
less even if you are able to pull one off. One nice touch is a shot power meter that's 
on screen at all times, which will fill as you hold down the pass or shoot button. 

Another problem is how slow the players move. The game does have a speed 
burst button, but this only makes one player run around like mad while the rest of 
the team stands around. The computer intelligence that controls your teammates 
and opponents is really poor and will just frustrate players who know anything about 
how soccer is played. If you're looking for a good soccer game, look elsewhere. 
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GAME ★ SUMMARY 



Analog control doesn't make up for funky 

CONTROL SETTINGS ANO SLOW GAMEPLAY 

Special moves are too difficult tod pull off in 

THE HEAT OF AN INTENSE MATCH 
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4 Kartia manages to improve 
upon everything that made 
Final Fantasy Tactics so great. 




he number of strategy-based RPGs has recently experienced a dramatic 
increase, but nothing has been able to dethrone the king: Final Fantasy 
Tactics. Until now, that is. Kartia manages to offer all the major elements that made 
FF Tactics so great and add in a few new features of its own. 

The combat in Kartia is still turn-based, just like in Tactics, but you now have the 
ability to affect the game's environments by casting spells. Raising and lowering the 
terrain can give you the upper hand, while burning down forests and freezing near¬ 
by rivers can give you a better position during battles. If that wasn't cool enough, 
you can even create new monsters, weapons, and spells as your experience 
increases. Granted, Kartia can be a bit confusing (especially for the newbies). To help 
you along your way, Atlus was kind enough to include a complete tutorial that 
explains all the major aspects of the game. 



Another cool feature of Kartia is its impressive two-player mode, a first for the 
strategy/RPG genre. You can build up your characters in the normal game and then 
compete against each other in varying scenarios such as "Defend the Fortress." You 
can even trade special items with your friends via memory cards and use them in 
your own game! 

Everything about Kartia is simply top-notch, from its impressive FMV segments 
to its beautiful orchestral score. Even the character designs are quite good, thanks 
to the genius of Amano Yoshitaka, the man responsible for the classic characters 
found in the Final Fantasy series. 

If you are tired of Tactics and are looking for the next great game, you should give 
Kartia a long, hard look, it proves that you don't necessarily need to be Square in 
order to create a Square-quality game. 












International Superstar 

Soccer'98 


THE PLAYSTATION FINALLY SEES REALISTIC SOCCER 



nternational Superstar Soccer originally appeared on the N64 and reigned 
supreme as the winner of the best home console soccer on any system, 
including the PC. This sequel is easily as good as the versions on the other consoles, 
and at the very least it is the best soccer on the PlayStation. 

The front end of the game (its intro and menu system) can't compare to its flashy 
competition, which is primarily EA's FIFA and World Cup games. ISS '98 has a sub¬ 
dued but pleasant intro cinema that leads to an easy-to-use, straightforward menu. 
When you enter the options menu you will notice the game's other handicap—its 
shortage of options and lack of extensive, in-depth team management. Again, ISS 
'98 takes a back seat in this category to Ea's FIFA '98 and World Cup '98. 

The most that can be said about the graphics is that they work. They aren't 
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4 ISS '98 only has five or so 
camera angles to choose from. 
Fortunately, they all allow for a 
wide view of the action and are 
never a hindrance. 


exceptional or anywhere near the best we've seen, but the animations are smooth 
and they do their job without hindering gameplay. 

With that said, if you want a game that offers realistic, soccer-like gameplay, then 
this is a gift from the soccer gods. Soccer is all about moving the ball around the 
field, building momentum, and looking for the smallest hole in the defense to exploit. 
No other game allows players of all levels to experience this kind of high-quality pro¬ 
fessional soccer right from the start. The Al is fantastic, with players just where you 
expect them to be in every situation. Control is a breeze, and everything from pass¬ 
ing to headers to shooting is executed by intuitive, simple button presses. This 
leaves you the luxury to actually build some plays and really think about where to 
make your next move. Camera angles are very usable, and an adjustable game 
speed option is an extremely thoughtful addition to the game. You should also know 
that the team line-ups are authentic, using real players and their stats. 


If you're looking for slick graphics, flashy intros, and deep management control, 
then don't look here. But if you want an easy, fun game that plays like real soccer, 
International Superstar Soccer '98 is definitely the game for you, 
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M The environments that you race 
around in are extremely detailed 
and offer loads of variety. 
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ircuit Breakers is one of those rare games that nobody hears about until it 
is almost released, which is a shame because it is one heck of a fun little 
game. Like its spiritual predecessor, Micro Machines V3, Circuit Breakers features 
racing from the overhead perspective. Where this game differs from Micro 
Machines is in its track designs, its speed, and its improved control. First of all, the 
tracks are ail brilliantly designed, with plenty of obstacles, jumps, and even the occa¬ 
sional rollercoaster-like drop. They are all based on actual themes, and span 
environments such as Egypt (race over the Pyramids), the bayou (powerboat racing 
through swamps), and underwater (submarine racing). The speed is a little bit slow¬ 
er than Micro Machines, which allows greater control while driving. You can last 
quite a bit longer before flying off the track, which only adds to your enjoyment. 

Where Circuit Breakers really excels, however, is in its four-player battle mode. 
Using the Multi Tap, you and three of your friends can talk some trash to each other 
and compete to see who the best racer is. The concept is fairly simple; if you fall off 
the track or are out-distanced by the first place car, you're out. The last person on 


the track gets some points, and then the race continues. The addition of weapons 
actually does relatively little to the game because they are all quite minor. The large 
variety of multiplayer tracks (16, plus their mirrored versions) makes Circuit Breakers 
one of those must-have games for anybody who has a Multi-Tap. 

The single-player mode is also fun, but it can be overwhelmingly frustrating. 
Some of the levels (Sub-Aqua 1 comes to mind) can be so ridiculously hard you'll 
want to scream. The real problem comes from the fact that all of the cars you can 
choose from are evenly matched, so on a track with relatively few obstacles the 
computer can run an almost perfect race. Since your top speed is the same as the 
computer cars, it becomes nigh-impossible to pass them. The weapons can help, 
but usually they just make your efforts even harder because the computer cars actu¬ 
ally start before you and grab all of the weapons first. 

Despite its minor single-player flaws, Circuit Breakers is a great game that will 
appeal to anybody who is a fan of RC Pro-Am type action. If you own a Multi-Tap, 
you are doing yourself a great disservice if you don't pick up this game. 





DEVELOPER 


Gremlin Interactive 


your computer teammates is horrendous. Every time you use a short pass to move 
the ball around the field, the receiver will run back towards the ball, making it near¬ 
ly impossible to position and build plays. FSS '99 also suffers from the annoying 
inability to switch players at any given time during the game. Instead, the computer 
does it for you and further draws the game away from playable soccer. The small 
area of collision detection around the players' feet for detecting the ball is yet anoth¬ 
er flaw-—you will often think you have the bail when you really don't. Very frustrat¬ 
ing! In addition to those hindrances, the menus and options are slightly difficult to 
navigate. While FSS '99 has plenty of options to fiddle with, they don't reach the 
same depth as those in the FIFA titles. The rest of the gameplay and controls are 
very simplistic and geared toward a younger audience. 

It's easy to assume that Fox is only out to cash in on this year's World Cup. The 
generic opening cinema has a typical variety of sports scenes emblazoned across 
the screen—apparently Fox couldn't get a soccer intro done in time. In fact, the 
whole front end of FSS '99 looks rough, almost as if it was created for the game in 
its infant stages and meant to be cleaned up later. In short, Fox Sports Soccer '99 
simply will not satisfy your World Cup cravings. 
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4 In Hie two-pJayer game/ poor 
camera angles give Hie advantage 
to Hie player going downfield* 


Fax Sports Soccer '99 

A TRANSLATION OF A SUBSTANDARD SOCCER GAME 


ox Sports Soccer '99 is among the first of the new Fox Interactive Sports 
Division releases. Too bad it launched its soccer line with such a dud (with 
about as much enthusiasm as Air France greeted the World Cup players this year). 
The game is nothing more than a below-average Actua Soccer, 

This hurried translation has hardly improved upon the original—it remains a sim¬ 
plistic, arcade-like soccer game that lacks all the subtleties and strategies that make 
soccer fun. It plays like a hockey match, with fast moving goal-to-goal action (one of 
its only redeeming qualities). The game's polygonal players look attractive enough, 
but once they move it's another story entirely. Luckily, the barely playable camera 
angle is far enough away not to make any difference. FSS '99 does feature lots of 
teams, including those from U.S. Major League Soccer. It also has the normal batch 
of modes, including Friendly, League, and a Cup mode, although nothing stands out. 
As for the gameplay, it has three glaring flaws. First, the artificial intelligence for 
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NFL Xtreme 






PUBLISHER 


9 Studios 


EVELOPER 


TYPE OF BANE 


Sports/Footbal! 


4 The players in Xfreme are 
nicely detailed, but the game 
should have had more of an 
arcade feel to it. 


THE MAKERS OF NFL GAMEDAY GET A LITTLE XTREME 

| ony has been one of those few companies that has managed to give EA a 

_' run for its money in the sports department. The GameDay series alone has 

risen to become one of the best football games on the PlayStation (if not the best). 
However, you can only take a football simulation so far, and this is why Sony has 
opted to try a different approach for its latest football title. 

With NFL Xtreme , the attempt was to focus on arcade-style gameplay. 
Consequently, the proverbial rule book has been thrown out the window. NFL 
Xtreme has no out-of-bounds and no referees to point out those late hits. In fact, the 
game promotes being aggressive and downright sneaky. Sounds like a football fan's 
dream, doesn't it? 

The only problem is that Xtreme still feels too much like a serious foot¬ 
ball game, with a little "attitude" tacked on for good measure. When one 
considers a game to be arcade-like, it is normally assumed that the game is 
simplistic in design and has a seamless interface. Xtreme tries to do both, 
but doesn't quite make it. You have to worry about too many options, and the 
large playbook is more of a hindrance than a blessing. Arcade-style game 
fans want a game they can just pop in and not think too much about In 
Xtreme >, even the passing game is too complex. The icon-based passing sys¬ 
tem works great in an all-out football simulation, but it simply has no place 
here. You should be able to land virtually every pass without thinking too 
much about it—this was the greatest feature of Midway's NFL Blitz. 

Xtreme does have the benefit of offering all 30 updated NFL stadiums and 
motion-captured players (something that Blitz doesn't), but these are minor features 
and don't hold that much importance in the overall scheme of things. It's almost like 
the developers weren't sure what kind of game they were trying for. It's too much 
GameDay, and not enough Blitz. We would have rather had less options and a more 
arcadey feel. As it is now, Xtreme caters neither to the hard-core football fans nor 
the arcade junkies. Actually, we don't quite know who it caters to. 


combination of Street Fighter, Darkstalkers, and Super Puzzle Fighter II 
Turbo , Pocket Fighter is an interesting departure for a company that nor¬ 
mally specializes in serious fighting games. 

Pocket Fighter still plays a lot like the Street Fighter series, but that is probably 
the only major aspect you will recognize. Graphically, the game has been "cutified," 
resulting in characters with super-deformed bodies and high-pitched voices. The 
controls have also been reduced to a simplistic four-button layout: Punch, Kick, 
Special, and Taunt. However, these are only minor changes to the gameplay. The 
more drastic change is the addition of the Power Gems taken from Super Puzzle 
Fighter II Turbo. 

During a match, these gems will randomly appear. As you gather them, your 
character's special moves become more powerful, and you gain the ability to pul! off 


m 


Capcom 


4 Super-deformed characters 
and simplistic controls spell 
|j "f-u-n" in Pocket Fighter! 


Super Combo attacks (as in Super Street Fighter II Turbo). The 
only problem is that you can loose these gems if you get hit by 
your opponent This tug-of-war style of combat is what gives the 
game a charm ail its own. 

Still, the more interesting aspect of Pocket Fighters is the 
added "Edit Fighter" mode that allows you to create a custom char¬ 
acter based on how you answer specific questions. Depending on your 
answers, your character will have a unique personality as well as vary¬ 
ing strengths and weaknesses. You can then take this character and 
challenge the computer or a friend to a match. If you win, you are 
awarded with special icons that make your character even stronger. 

Granted, Pocket Fighter may not interest the purist fighting game fans due to its 
cutesy nature, but it still has a lot to offer. This is a case where a simplistic-looking 
fighting system hides quite a bit of depth. It has so many different variations, com¬ 
bos, and attacks that most players will never see them all. Regardless, it all boils 
down to fun—in that point, Pocket Fighter re ally delivers. 
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EVERYONE 


Help build up your hometown 
and attract new settlers 

Maybe even find true love 
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1-900-896-HINT (4468) WWW.korkatlfkii.com $ .95 per minute charge. St.25 per minute support from a game counselor. Touch 
tone phone required. Minors must have parental permission before dialing. Hints are available 24 hours a day. Live support Monday - Friday 8:30am 
to 5:00pm CST only. Prices and availability subject to change. US accessibility only. Azure Dreams is a trademark of Konami Co., Ltd. PlayStation 
and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital 
Software Association. Konami® is a registered trademark of Konami Co., Ltd. ©1998 Konami of America, Inc. All Rights Reserved. 













































Publisher Square/EA 
Developer Square 


Release Date 3rd Quarter, 1999 
Type RPG 






The greatest RPG series of all time gets serious 


yyynTT ith Final Fantasy 

VII, Square in- / 
IHn traduced the RPG 
mm genre to a vastly larg- / C 
mBK er audience. Now r 

the company is tak- I 
Hp ing its fabled series to ¥ 

^^^P a whole new level and \ 

US giving it a more serious \ 
slant. It is this intent to be 
more serious that should make 
I FFVIII one of the most realistic feel- 
I ing and looking RPGs ever created. 

I The first thing you will notice is 

( that the super-deformed characters 
r of the past have been replaced with 
} more adult-looking ones. Motion-cap- 
\ Turing, coupled with a higher polygon 
L count, also enabled Square to create 
I extremely life-like character movements and 
I attacks. However, the characters are not the 
i only thing to get a makeover—the environ- 
| ments are getting a dose of 

The pre-rendered back- 
|jyySH grounds in FFVII amazed 

everyone, as Square took 
the amount of detail that 
S could be achieved on the 
PlayStation to new levels. 
With FFVIII, Square has 
pushed the boundaries even 
■ further and created environ- 
Igp fj ments that look amazingly 

■ photo-realistic. Gone are the 
; ■ cutesy locales that populat- 
I ed FFVII. Now the focus is 
jggm on creating a world that is 
true-to-life in every regard. 

game's characters have 
BB B T' been announced, but they 

seem well-designed. The 
ME* I B r °l e of main character falls 

upon 17-year-old Squall 
I Leonhart. Squall is a some- 
I what unfriendly loner who 
wields a unique weapon 
called the GunRiade, a 
BBBPHWI fusion of a sword and a 

hi?=ku£sR?;*:zSi-L. =.>. - f ‘ y. : 

revolver. The other known 
jk k H character goes by the name 

Laguna Loire. Quite older 


V than Squall, Laguna was 
originally a soldier who 
PB decided to become a 
t. ~\ journalist. He is opti- 
m J mistic and well-liked by 
™ jo his companions—a vir- 
ft tuai opposite of Squall. 
I J Rumor has it that a third 
/ character, a female, will 
r round out the rest of the 
party and provide an interest¬ 
ing love triangle between Squall 
and Laguna. 

Most interesting are the mod¬ 
ifications to the Final Fantasy 
battle system. Since the series' 
conception, little has changed in 
regards to the overall fighting 
engine. FFVH introduced the 
Limit Breaks and a more advanced Materia sys¬ 
tem, but these were only minor additions. In 
FFVIII, things are going to change quite a bit. 
First and foremost, the menu system that fans 
have known for years has been redesigned and 
streamlined. Materia orbs have also been 
replaced by a system employed in another 
Square RPG, Soukaigi. Unfortunately, no details 
have been released about this major change. It 
looks like characters won't be able to find orbs, 
but they may be able to create them. 

Considering the landmark achievement that 
was FFVII, we can only begin to wonder how 
impressive this latest sequel will be. Judging by 
these screenshots alone, it looks like Square is 
once again at the top of its game and is on par 
to release one of the most amazing videogames 
ever to grace a console system. 


A There seem to be a lot 
of instances when 
Laguna, Squall and the 
girl stop to talk with each 
other. You will generally 
find out more about the 
game's storyline in 
situations like this. 


► Meet the 
hero of the 
game: Squall 
Leonhart, 




Squall's weapon is called the 
GunBlade for good reason—it is a 
sword that can fire off bullets. 


Even the most basic of spells have 
had facelifts and look even more 
impressive. This simple Ice Spell was 
pretty straightforward in FFVH, but in 
FFVIII it truly looks amazing. 


A Here, Squall casts a spell that could put 
the freeze on any opponent. 
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T The design of the FFVIIf characters is a major step 
forward for the series. 




A We can only guess what the purpose of this 
communication dish is. Perhaps it lets Squall contact 
the other members of his party? 




▲ This looks really similar to the 
inside of a Makoro Furnace. 


▲ Unlike ail the previous Final Fantasy 
games, you will be able to see all the charac 
ters on-screen when traveling. 

Normally, you would only get 
to see the main character of 
the party. 
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► Compared 
to Cloud, Squall 
is a quite a bit 
more mature, and 
thankfully not 
super-deformed. A 


► Thanks to a much 
higher polygon count, 
the characters in 
FFVIII are much more 
detailed than those in 
FFVII. They even look 
good up close. 


A Little details, like the moon in the background!, add 
a high sense of realism to this world. Even FFVII can't 
begin to compare! 


■ 




Those of you who played Final Fantasy VII will remember the new Limit 
Break system that game introduced. Basically, when characters took a 
certain amount of damage, they would gain the ability to execute a 
special attack against their opponents. In FFVII, the system works 
pretty much the same way, but the Limit Breaks are now much more 
powerful and a bit more flamboyant. 

-—- 
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Oddly enough, these backgrounds are reminiscent of the ones in the PC 
game series Leisure Suit Lariy. These tropical backdrops hint at the variety 
of locales in Final Fantasy VIII. You can expect to see major differences in 
the environments when traveling to different continents. 


▲ Lush backgrounds such as these clearly indicate die level of detail the developers were 
able to achieve in FFVIII, While the environments in FFVII were impressive in their own right, 
they hardly compare to the variety and quality of those in FFVIII. 
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Laguna Loire is the virtual opposite of Squall and 
ed by everyone that he meets. He was a former 
idier who decided to become a journalist. 


▲ Square has opted to leave out any 
character voice-overs, so all speech will be 
presented in these grey dialog boxes. 
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A It's staggering how much more detail these 
backgrounds showcase; we can't imagine 
how Tong it took Square to create all of them. 
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A Considering that this is the front to a train 
station, perhaps trains will once again set the 
stage for some major scenes in the game. 


■ ® 


A Just look at the detail found in the sand in this 
picture. It is mind-boggling that Square could achieve 
such a level of detail on a three-year-old console. 
Perhaps the PlayStation does still have a long ways to 


drive, but it looks like automobiles are going to 
play an important part in the game. You can 
even fill up your tank in the gas stations. 


mmm 


go before it needs to retire...! 
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The Leviathan Spei! has appeared in virtually every Final Fantasy game to 
date. With each sequel the spell has looked better and better and has 

taken longer and longer to cast. In FFVIIf, the 
, • / tradition continues. Your eyes will simply water 
at this visual feast. And just think, this is but one 
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While the name of this 
city is currently 
unknown, it will play an 
important role in the 
storyline. It looks like the 
characters may return to 
this town several times 
during the game. 




: - The last thing you want to 
see is this glow appear around 
you. It means you have just 
been targeted for a major spell 
or attack that is going to put 
you in a serious world of hurt. 


< As usual, characters can 
stay at hotels in order to 
restore their health. The only 
problem is that these hotels 
are few and far-between. 
You will really have to keep 
a watchful eye on your 
health gauge in this game. 
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Final Fantasy Vlll's game engine is capable of gener¬ 
ating quite a bit more polygons than FFVII. The ben¬ 
efits of this are characters and monsters with 
greater detail. The jnonsters especially have gotten 
a lot of cosmetic touch-ups and feature a greater 
level of texture-mapping. 

Here you can see the general process for creat¬ 
ing the game's numerous creatures. First, the 
developers create a general wireframe mold, and 
then they follow it up with a 3-D polygon model. The 
final step is texturing the polygon model in an 
attempt to make it as realistic as possible. 




A As you can fell from this fearsome assortment of beasts, the monsters and characters in FFVIII are light-years beyond those in 
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NFL Xtreme!' A high-scoring, 5-on-5, in-your-face, gridiron 
war. There's no rules, no penalties and no boundaries. It's a 

HELMET-POPPING, TRASH-TALKING, LATE-HITTING FREE-FOR-ALL. ENJOY. 
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PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. NFL is a 
registered trademark of the National Football League. Officially licensed product of the NFL Players and NFL 
Properties. The NFL shield design is atrademark of the National Football League. Team names, nicknames, logos 
and other indicia are trademarks of the team indicated. TIW© 1998 NFLP. Players Inc Logo is an official trade¬ 
mark of the NFL Players. ©1998 Players Inc. Developed by 989 Studios. “After the coin toss, anything goes” 
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Publisher Midway Release Date 1st Quarter 1995 

Developer Radical Entertainment Type Action/Platferm 
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The greatest action star of all time is finally bringing 
his unique style of fighting and fun to the PlayStation 


onsidering that Jackie Chan is probably one of 
the most famous martial artists and action stars 
in the world, you might think a slew of videogames would 
be based on him. Actually, aside from a relatively 
unknown NES title and a very limited-release arcade fight- 
there is simply nothing. Radical Entertainment 
is noping to correct this over¬ 
sight with its latest PlayStation ~; 
action thriller: Jackie Chan's / 

/ , / j 

Stunt Master. A / 

Based on the set of 
Jackie's latest Hong 
Kong movie, Stunt | 

Master is basically a 3-D % 
platformer that has a lot of 
fighting. Apparently, a rival film 
studio has sent over some hired 
goons to prevent Jackie from finishing his 
film, and it's up to our reluctant Ihero to stop them. 

You will have to control Jackie through 12 enemy-infested 
levels {movie sets) using only punches, kicks, and any 
weapons (props) that you can find along the way. 

This may sound like your ordinary, everyday brawler, 
but it has much more to offer than the norm. The game's 
developers have added in a system that rewards the play¬ 
er who can think and react to the action like Jackie. Sure, 
you can just punch and kick your way through the game, 
but you will get more points if you use the chairs, tables, 
and other props around you, The more extravagant the 
fighting, the more points you will get. 

In order to make the polygonal Jackie Chan character 
as authentic as possible, Radical Entertainment used a 
new and highly accurate motion-capturing technique. This 


The motion-capture system 
used in Stunt Master should 
provide for some incredibly 
accurate re-creations of 
Jackie's signature moves. 






m: 


allowed the developers to capture the subtle 
movements of Jackie's stunts and choreographed 
fight sequences. So, in every way, the on-screen 
Jackie is the real Jackie. This simple fact alone could 
help separate Jackie Chan's St unt Mas ter from the count¬ 
less other action titles out there and 
' * - ■ r " r " ’ . *•': ‘ •* •* *•*-••• 

make Jackie even more of a house¬ 
hold name. Let's hope so! 
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It wouldn't be much of a Jackie Chan 
game if Jackie couldn't interact with 
his environment. In Stunt Master, you 
will be able to pick up a variety of dif¬ 
ferent props to use as weapons. 
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A Jackie Chan is 
finally making his 
way to the 
PlayStation—and 
he's lookin' to 
bust some heads. 


A Kicking is one of Jackie's specialities, and 
he does them so well (can you tell that we're 
fans?). Hit a baddie with a three-kick combo 
and he will enter a serious world of hurt. 




► Don't ask us 
what a cable car is 
doing on a movie 
set, but there it is. 
Fail to dodge it and 
you'll get knocked 
right over the edge. 






▲ Crates are great to use as weapons 
because they are so large. You are pretty 
much guaranteed a hit if you throw one in 
the general direction of your enemy. 


At the end of this E3 demo, Jackie shows off his infamous Drunken Boxing 
skills. For fans of his Drunken Master movies, this is a real treat; it hints at 
what potential the finished game may have. 
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A Much smaller than crates, bottles should 
only be used when necessary. It's pretty dif 
f icult to hit an enemy with one. 
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▲ Jackie spent many long hours training in front of a mirror in order to perfect the 
Drunken style of Kung Fu in his movies. Now he's bringing it to the PlayStation. 


► Plenty of platform- 
jumping will go along 
with the straight-out 
fighting, as well as 
some other unique 
gomeplay elements. 
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< You won't 


alone on 
your quest; 
you eventu- 
“ ally befriend 
these strange 
flying crea¬ 
tures who lend 
you a hand. 


A In Andy's active 
imagination/ a 
colander easily 
becomes his helmet 
and a super¬ 
soaker his raygun. 


Kp hose gamers who have 
lUP been playing for quite a 
while will remember the classics 
Flashback and Out of This World 
i from the 16-bit days. These 
games combined piatform- 


involving plots and difficult 
puzzles. The good news is that 
the same team responsible for these 
classics is behind Heart of Darkness. 
The even better news is that Heart of 
the previous two games in terms of 
elling, and graphics. 

You play as Andy, a normal boy with an active imagina¬ 
tion who is afraid of the dark. Your dog, Whisky, has been 
kidnapped by strange aliens—^they thought 
they were kidnapping you because Whisky Y . 

was wearing your hat (as far as evil beings # 

go, these are not the smartest). Armed with 
a trusty helmet (a colander), your 
trusty raygun (a super-soaker), and f— 

your overactive imagination, you 
must travel 10 a world of dark- JS3p : 

ness to rescue your dog Whisky 
and save the universe. ......... 

Gameplay consists of travel- y0W jffljL fcT ] 
ing through many different mm 
screens, solving a variety of Wf 
puzzles, and advancing the plot- ” 

line (which is excellent). 

Between levels you will merge *35^ % lK!& B\ 


A Those dumb aliens 
can't even tell a doq 
from a human, so 
they kidnap Andy's 
dog by mistake. 


A The game itself is very 


seamlessly into beautifully ren¬ 
dered FMV that will help give you 
an idea of what is happening in the 
story. Andy can run, duck, jump, 
and shoot his way though each screen. From our experi¬ 
ence with a little over half of the game, each puzzle is dif¬ 
ferent and all of them require you to use your mind as 
% well as your reflexes. Overall, Heart of Darkness has 

emerged from a proverbial 
blackout, and so far it has 
impressed us with its capti¬ 
vating story and old-school 
action. Look for a review of 
this title soon. 


dynamic, and all sorts of 
tense and exciting 
moments await those who 
are up to the challenge. 


J|a Andy and his Dog 
QP Whisky are the best 
tohfc. of friends. When 
Whisky is kid¬ 
napped it's up to 
Andy to rescue him. 


a The graphics are all extremely detailed and 
moody. It's almost like you're participating in 
a Saturday morning cartoon. 


▲ Don't let go of the vine or you're going to 
end up as dinner for these deadly plants. 
They make Venus Flytraps look like daisies! 


As you progress through the game 
you will have to survive a.huge variety 
of environments, each with its own 
unique inhabitants and puzzles. 


■— _ „ -. -. - _ Among many of the beings you'll 

^ ^ encounter on your journey are the shad- 

Qfl|R +-( NEE5 ow creatures that are made out of dark¬ 
ness itself. Even with several of them on 

.... . . ■ . ■ ■ , 

screen displaying their comical antics, the game never suffers from slowdown. 


A The closer you get to the heart of dark¬ 
ness, the creepier the scenery becomes. You 
can expect more and more resistance as yoi 
get closer to your goal. 


A Not all of the game takes place out of 
doors. At one point you will have to work 
your way through a vast network of under 
ground caves. 


A Sometimes a little foresight will allow you 
to take a path that avoids going through the 
shadows, but... 


A ...sometimes you (ust need to wade through 
them all with the help of your trusty raygun. 
This is the stuff that nightmares are made of. 
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Publisher Accolade Release Date September 

Developer Pitbull Syndicate Type Racing 
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The "beauty vs. the beast' theme continues m 
TD5. New muscie cars from the late '60s and early 
70s and some brand-new 1998 and 1999 high- 
performance sports cars will up the car count to 28. 
All are rendered in high resolution and feature accu- 
rate stats and handling that will please even the 
most snobby of car snobs. An added bonus (and 
another Gran Turismo influence) is the ability to 
choose different paint jobs for each of the cars. 
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a This 1967 Pontiac GTO is all about power. 
It's like a giant red brick on wheels, so don't 
go messin' with it or it'll mess you up. 


A The 1999 Aston Martin Project Vantage is not A A game claiming to include muscle cars 
even out at the car dealer yet, but it's certainly just wouldn't be complete without including 
one of the hotter new cars available in 7D5. the 1968 1/2 Ford Mustang 428CJ! 
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"beauty vs. the beast" theme has ra _ 

been retained, so the game has an ^ 

even broader mix of classic muscle j ^5 

cars and new high-performance ^ Jy 
cars. The physics have v 

& >■ been refined, but you 

B - . ——IH*WW*W*»*W 

| f will have the option to 

mm dse the physics from TD4 if you are already famii- 
Ml iar with them. In response to Gran Turismo,, all the 
A iM fw cars w ® ^ ave m ulti-dynamic environment mapping 
wjsw that looks much more realistic than what's come 
before, even at this early stage. 

The scarcity of courses in TD4 was one of its short- 
■ comings, but this latest effort remedies that by offering a 
total of 17 tracks. The tracks will also be branching, some¬ 
thing not originally thought possible with the TD4 graphics 
engine. Point-to-point tracks and drag racing are both back. 
Several circuit tracks are a pleasant addition, which is where 
the new two-player split-screen action will take place {the 
game will not be linkable, though). Traffic will be in full effect, 
and the police are promised to be more aggressive and more 
of an obstacle. You will even be able to play as a cop, and pul! 

over both computer and human opponents! 
Toss in Dual Shock controller support and the 
fact that the whole game runs in high-res, 
f and Test Drive 5 is set 

to go way above , 

■ and beyond its 


esf Drive 4 was Accolade's first bona fide PlayStation 
HJJR hit. Actually, the entire series has been very popular 
ever since its humble beginnings on the Amiga in 1987. It was 
the first game that provided the opportunity to drive 
real, officially licensed cars with their authentic 
physics and stats on point-to-point courses. 

Cops and traffic were also thrown into -. 

the mix, making for an exciting 
true-to-life driving experience. 

In fact, the Test Drive series . 
has been copied by quite a j 
few racing games, most bla- i 
tantly by Need For Speed. 

Pitbull Syndicate, the 
same team that did last year's 
bang-up job, is back to devel¬ 
op Test Drive 5. The team is 
hard at work rimproving: the |J 
graphics and adding all kinds of features that will blow their pre¬ 
vious game away. They still have a lot to overcome though, 
considering the benchmark recently set by Gran Turismo. 

TD5 will have twice as many cars, for a total of 28. The 


A like the gameplay, the cinematic replay is 
presented in high-resolution graphics to give the 
cars and tracks a crisp, realistic look. 




A 705 features all 

the new dream machines, tike the 

1999 Aston Martin Project Vantage. 


The graphics 
are just so much 
better in this 
'ear's Test Drive 51 


■... MM 




A Certain areas of each of the courses are quite 
You can also go off the road on certain comers 


A major achievement has been get¬ 
ting the entire game to play in high-res 
mode—making for some stunning 
graphics. Even the Gran Turismo- 
esque replay Is in high-res. The best 


The inclusion, of branching roadways 
is just what the Test .Drive series 
needed, and the branches don't dis- 
appoint. Some vvili be definitely more 
efficient than others, and certain 
branches will even lead off-road for a 
different type of car handing and rac- 
ing experience. 


A The cars looked great in Test Drive 4, 

but they don't even compare to the 

amazingly realistic cars of Gran Turismo. 
^ 7 


A The Sydney Australia course features a 
couple of branches. This one is in the middle 
of town, with Hie right branch being longer. 


A As you can plainly see with this shot 
from TD5, the high-res graphics allow for 
much greater detail in the Viper. This 
graphic overhaul makes for a more 
realistic-looking game that may even 
rival the big boy on the block. 


A The Moscow course has a ton of branches 
although many are merely small separa¬ 
tions in the roadway. 


A Hawaii has all kinds of branches, long 
and short. You take the high road and I'll 
take the low road *•* 
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Exclusively for the c 

Sony Playstation® game console 


Call 1 “800-INTERPLAY for more information 


© 1998 and ™ Shiny Entertainment, Inc, AO rights reserved. Distributed by Interplay Productions. PlayStation and the PlayStation logo are registered 
rademarks of Sony Computer Entertainment, Inc. All rights reserved. All other trademarks and copyrights are the properties of their respective owners 
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Publisher Tecmo 
Developer Tecmo 


Release Date September 
Type Strategy/Action 




► Setting up traps 
is easy, thanks to 
this "Trap Edit" 
screen. It lets you 
scroll through the 
different types of 
traps you have and 
place them any¬ 
where in the room. 


' - In each area of the castle you will come across 
several different opponents. Your mission is simply 
destroy them. Just keep in mind that each of these 
humans have specific strengths and weaknesses 
that you will need to learn to exploit. 


Learn to build a better 
trap in this sequel to 
Tecmo's Deception 




Ka n Deception II, you play the role of Millen- llpr 
MM nia, a young women brainwashed by the RMR 
"Toki-Bito." A fiendish species with pearly blue skin, Bfl 
the Toki-Bito have constantly dominated the mm 
humans—until now. Recently, humans have gained ; 
the power to kill these dreadful creatures. In retalia¬ 
tion, the Toki-Bito have captured and brainwashed 
several humans into killing their own kind. Now, 
against your will, you must set traps and murder the | J| 
very people that you want to defend. 

Just like in the first Deception game, the sequel _ 

focuses on setting up and activating traps. From 
bombs to electrically-charged boulders to spring-loaded 
walls, these traps can be set up in any combination you 
choose. However, you can only set up to three traps at a 
time in a particular room. The challenge of the game is plac¬ 
ing the traps in such a way that your opponents are 
destroyed before they can get near you. In that regard, the 
sequel plays very similar to the first Deception game. 

This time around, however, the world you will explore is 
even more detailed and fully 3-D. New multi-leveled envi¬ 
ronments require you to carefully consider the best loca¬ 
tions for setting traps. The intel- ^ You can te» 
ligence of the computer-con- where a trap is mBm 

trolled characters has also been ^^r^gbw it 
greatly increased, providing a emits. These colors HHg| 

greater chal- a „dxbutton. p gSI 

lenge—-espe- on the PlayStation liiiP® 

dally in the f on ^ p°d, mak- 


■■ n HUJi. 1 


■rf-WMr 




And since the game is set in a non-linear fashion, you will be 

able to make your own decisions and choose your own 

unique path through the castle. 

PSM has had the pleasure of playing a three level demo 

of Deception II, and already we are y Deception // is split up int 
greatly impressed. The qame is many different missions, bu 

. | . , you can only complete mes< 

not only extremely unique, its missions if you successfully 
highly addictive as well. We just each of the oppo- 

, ..I nents that you face. Do so 

can t wait to get our hands on the and you can progress even 

f u 11 version! { Hint hint Tecmo...) furt * ier into ca5rie< 
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Deception II lets you create trap "combos" by arrang¬ 
ing specific traps in a certain way. Setting up these 
combos is the most efficient way to damage your 
opponents, but they do require a little bit of fore¬ 
thought and planning. Here is one simplistic example: 


► Brainwashed by the evil race 
known only as the "Toki-Bito," our 
heroine Millennia is forced to trap 
and destroy the very people she 
has sworn to protect. Only time 
will tell if she can 


escape tron 
their evil influence and turn 
the tide on her captors. 


A Activate the Bear Trap just as the knight walks 
over it. It will clamp onto his legs, snaring him for 
several seconds. 


A That gives you just enough time to activate the 
nearby Attack Wall trap, which will bash into the 
knight and send him flying across the room. Ouch 


Only a few select traps will be avail¬ 
able to you at the start of the game, 
but this number will increase as you 
progress more and more. Here are a 
few of them and what they do: 


A The Attack Wall will shoot out and cata¬ 
pult any nearby opponent across the room 
This trap is best used for knocking oppo¬ 
nents into another trap. 


even better. Environments 
are highly detailed and 
fully 3-D. Most of them 
are even multi-leveled, 
containing stairs, slopes 
and trenches. 


A Basically a big flaming boulder, Hie Flame 
Rock will fall from the ceiling and hit any 
opponent below it. Its only downside is that 
it doesn't have much range. 


A A PSM favorite the Bomb causes tremen 
dous amounts of damage to any nearby 
opponents. Just be sure to be far out of 
range before you ach'vate it. 


A The Bolt Rock is very similar to the 
Fire Rock except that it conducts electric 
ity instead of fire. It works best when 
your opponent is standing is some 
water. Zapp-ola!!! 
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▲ The person who tops the buttons the fastest 
will quickly gain the upper hand. 


Defeat a main 
boss character 
from the rival 
organization... 


▲ You can then play as that support 
character later in the game. 


Publisher Square/EA 
Developer Square 


Release Date: November 
Type Fighting 
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, Probably the greatest element added 
;r , to this sequel is the ability for char- 
K: acters to force opponents down to 
the ground when their weapons are 
locked together. In the first game, 
you could basically just push the oppo- 
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nent away from you. 


▲ Once die opponent is on the ground, follow 
through with o low slash to end the match. 


Made famous by the true-life swordsman Miyamoto Musashi, 
the double sword technique is one of the new features of 652. 
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Kannuki runs the Meikyo-ryu school 
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two-sword style of combat. 


of sword fighting. His specialty is the 
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▲ The advantage of the spear is its range 
and ability to easily block most standard 
attacks. Its weakness is that it leaves you 
wide open after a missed attack. 




vnee again, you can fling dirt and sand at 
our opponents. It is really effective in 662 
■ecause the faster game engine allows you to 
luicklv attack while vour enemv is distracted. 


he first Bushido Blade revolution¬ 
ized the fighting game genre with 
one-hit kills and innovative combat sys- 
Now, with Bushido Blade 2, Square 
has gone back to the drawing board 
and attempted to improve upon 
everything that made the first 
game so great. 

This time around, the story focuses on 
two rival groups that are out to destroy 
each other. The good side is the Meikyo- 
ryu (Sonorous Mirror Style), which special¬ 
izes in the two-sword fighting style, and 
the evil side is the Shainto. Needless to 
say, there is quite a bit of backstory here 
which will be revealed as you progress 
through the game's "story" mode. 

On the visual side, characters now 
sport even more polygons, which gives 
them a more realistic look. The back¬ 
grounds have also been enhanced with 
additional scenery and higher detailed tex¬ 
tures. And BB2 far surpasses the limited 
number of characters and backgrounds in 
the first game. Six characters are initially 
playable, but you will be able to unlock up 
to 12 support characters for a total of 18. 

are also over 18 different back¬ 
grounds to fight on! 

Considering the large number of 
changes Square has implemented in this 

hard-core fans of Bushido 
e to take some time to get 
all. Not only have the con- 
nged, the overall feel of the 
slightly modified. There is 
button, but blocking 
easier. All you have to 
your weapon is in the 
path of the incoming attack. You can do 


this by moving to a particular stance or by 
deflecting an opponent's attack with your 
own. The familiar three-button attack sys¬ 
tem has been trimmed down to two, one 
for horizontal slashes and one for more 
vertical attacks. Also, every character now 
has sub-weapons that can be thrown dur¬ 
ing, a match and then picked up again. 

Compared to most fighting game 
sequels, Bushido Blade 2 already seems to 
lead the pack in the sheer number of extra 
options and additions it promises. 
Hopefully, the improved controls and the 
faster engine will make the game that 
much easier to pick up and understand. 


The mysterious 
Gengoro leads the 
evil Shainto 
organization 
and is the 
master of the 
/ai sword 
technique. 
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When starting out in BB2, only six characters are 
initially playable. In order to gain the other 12, 
you have to play through the game with each j 
main character. After you defeat specific / 
characters in the story mode, you will be able j 
to take control of certain support characters. 1 
If you manage to keep your support charac- \ 
ters alive, they will be added to your roster and * 
you will be able to play as them from then on. 




▲ ...And a support character will 
appear to talk with you. 
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Publisher Working Designs 
Developer Game Arts 


Release Date September/Dcteber 
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One of the classic Sega RPG franchises 
sets its sights on PlayStation at last! 
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hen Working Designs teamed up with Japanese 
developers Game Arts to release the original Lunar: 
Silver Star Story Complete on the Sega CD, they probably had 
no idea how big the impact would be on the RPG market. With 
beautifully animated cinemas interspersed between hours of 
excellent storytelling and character development the series 
went on to become one of the best-selling franchises for the 
otherwise poorly supported console. Now, with the 
original game out of print and the Sega CD system 
long forgotten, Game Arts and Working Designs 
have decided to resurrect the classic title by giving 
it a full 32-bit makeover, including brand-new cin¬ 
emas, maximized graphics, and a whole set of 

original new tunes. 

This release will give 
gamers who never had a 
^ chance to experience the 16-bit 
' game on the Sega CD an opportu¬ 
nity to play a more current version 
^ ^ of Lunar. The U.S. PlayStation 
V version is sure to get the royal 
yr \ treatment from Working De- 
i signs when it hits our shores. 
j Lunar: SSSC revolves 
around a young orphaned boy 
named Alex, who dreams becoming 

< Jessica has a thing for Kyle, another char¬ 
acter in the game. Personal relationships 
will play a strong role in lunar; SSSC. 


as famous and respected as his hero, a The hem of the 
Dragonmaster Dyne. He gets his chance 
when a dragon is discovered in a nearby fame am * adventure, 
cave and his own mysterious past begins 
to unravel. The storyline and gameplay are simple, but the real 
strength of the game lies in its solid and often humorous char¬ 
acterizations of townspeople, enemies, and even the main 
characters. Role-playing fans won't want to miss this 
second chance when Working Designs brings 
Lunar: Silver Star Story Complete home in 
October. It's classic RPG gaming at its finest. 


> 


< The bad guys are bizarre and the good guys are 
super-deformed, just like in the good oK days! 
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◄ You can expect 
lots of plot twists 
and turns as the 
adventure unrav¬ 
els, and as you 
meet mysterious 
new characters. 


sure to keep you involved, 
esians' usual standards. 




A Characters will constantly shift in and out 
of your party until later in the game, when 
you'll retain a more solidified lineup. 
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The more complicated fighting 
systems offered in other RPGs 
won't necessarily be found in 
Lunar: SSSC. The battle engine 
in the game remains the same 
as its 16-bit counterpart with a 
standard interface and an 
emphasis on the characters. 



A The fighting in Lunar: SSSC is 
highly reminiscent of battles back 
in the classic 16-bit days. 



A Characters are nicety animated, 
but they still have the super- 
deformed look of most RPGs. 



A Spells are still easy to execute 
and are crucial in defeating some 
of the larger monsters. 
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A Prepare for an involving step back into 
role-playing at its finest when lunar; SSSC 
comes to the U.5. this Fall. 
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A Healing and saving mostly take place on 
the world map by touching certain landmarks. 


* August 1330 
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A Surprises appear often in lunar—you never 
know when an enemy is going to attack! 
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Square's newest RPG blockbuster looks 
to be one part FFVII, two parts Resident Evil 




D he story of Parasite Eve, which is loosely based on 
a Japanese novel of the same name, unfolds on 
Christmas Eve in New York City. Tiny organisms called 
"Mitochondria" have started to mutate and are now infect¬ 
ing any and all living creatures they happen upon. You will 
^^^^p^^take control of Aya Brea, a city cop, 


tven though Parasite tve is more 
of an action-oriented RPG, it does | 
borrow heavily from Final Fantasy |;i 
Vll's combat system, However, 

Square has modified the standard Active 
Time Battle and made it more interactive 
this time around. In most Square RPGs, 
you have little to no 
control over the posi¬ 
tion of your charac¬ 
ters in a fight. In 
Parasite Eve, the 
combat is handled in 
real lime so you have the ability to move Aya around the 

Thus, dodging and attacking from different 


B- , 


a Every so often you will come across 


characters that will provide you with 
some useful information. Sometimes 
they are more than willing to talk, 
other times you may have to use a 
little force to get the info you need. 


‘ r -? 


► Because the com¬ 
bat system is in real 
time, you will have 
to dodge the enemy 
while finding a safe 
place to attack from 


fighting area 
angles becomes possible. 

This fusion of action elements and traditional RPG game- 
play makes Parasite Eve quite a departure for Square and 
should help to draw in a lot 
of players who are not 
typically interested in 
RPGs. The game will 
also include a special 
preview disc of upcom¬ 
ing U.S. Square titles, 
including Xenogears, 

Bushido Blade 2, and 
the coveted Final // 

Fantasy Villi !). 


A Daniel "Bo" Dotlis 
the 42 year-old vet 
eran detective drat 
has a "father- 
daughter" type re! 
rionship with Aya 


relationship with Eve? 
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A Like any good RPG, Parasite Eve has 
countless hidden goodies. One of them 
room: a special armor bonus. 


A Just like in Resident Evil, the backgrounds in 
this game are pre-rendered, which allows for a 
much higher level of detail. 


A You never know where you'll find useful 
items, so it's best to search everywhere. Thi 
lockers may contain health or ammo. 


Unlike most of Square's other RPGs, 
Parasite Eve features a real-time combat 
engine that allows you to take a more 


is still based on Final Fantasy Vll's Active 
Time Battle system, but it has been mod- 
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Square has always produced some of the best CG segments found 
in videogames. With Parasite Eve, it managed to create even more 
impressive segments by teaming up with several Hollywood com¬ 
panies. This. helps give the game more of a cinematic look and feel. 
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weeping 
Statue of 


seen in the p 

opening 

scenes of the Ns ^_ 

movie and sets the 

tone for the rest of the game, 




A One of the more gruesome mutations, 
ordinary rats become monsters thanks to 
Eve's ability to control Mitochondria. 


A This segment shows Eve burning up the 
audience during a late night opera at 
Carnegie Hall. The only survivor is Aya. 


Instead, o special wireframe sphere appears 


o* 


If the enemy is within that range, then Aya 
will be able to successfully land an attack. The 
focus is on both action and strategy. 
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18 tracks. 9 customizable turbo-powered boats. 5 different gameplay modes. 2 player 
split screen. Dual Shock Analog Controller compatibility. Unbelievable breakneck speed. 
Hold on to your hat. And any other important pieces of clothing.www.playstation.com 
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► Spyro's just such a cute li'l 
fella! And to make him even 
more appealing, his voice is 
being done by the same guy 
who does the talking dog in 
those Taco Bell commercials! 


• • 


world is as large or larger than the lev¬ 
els that the world contains. These main 
hubs also contain baddies and secrets 
to find, as well as pick-ups and 
* dragon statues. Each also 

\ contains a boss level that 
\ you can enter at any time. 
\ Once you meet all the re- 
j quirements for a particu- 
f% * ar world, Spyro takes off 

/ to the next one. Another 
y impressive element of 
Spyro is the music, which has 
an ambient/new age sound. 
It makes exploring the 
worlds even more enjoyable. 

Spyro has plenty of tasks 
to complete, with everything 
having its own unique challenge. Sony 
is doing it completely right with Spyro 
from what we've seen thus far. Now 
we are just waiting for the final copy to 
give Spyro our final stamp of approval. 


ince we first introduced you to 
Eja£the cute little dragon, Spyro 
(issue 10, June 1998), we've received a 
playable version of the game to 
explore at our own pace. \ 

Upon further investigation X v S&f/ 
of the world of Spyro, we / 
have learned much / 

!i - .V 1 

about the structure of l 
the game and have a bet- 4 1 

ter idea of what the y T 
gameplay entails. Playing 
as Spyro, you must explore 
his massive world and free 
his fellow dragons, which 
have been encased in stat¬ 
ues. Find all of the dragons 
and you will save the day! 

Finding all the dragons is not so 
easy, although the controlling Spyro is. 
With an analog controller, moving about 
is a breeze. The adjustable camera 
angles almost always give the best 
view of the action. The difficul¬ 
ty level is not very high for the 
early levels we played, but the 
emphasis for the majority of 
the game is on exploration. Its 
non-linear structure gives the 
impression that youiare finding 
your own path, without ever 
getting really lost. 

Spyro's game structure is 
much like Crash Bandicoot 
|j| ^|^ 2 in that each world 

4 the various levels. 


i, This guy will fly you 
to the next world in his 
balloon once you meet 
all of the objectives of 
the current world. 




This ice level is found in the second world. You 
can use the slippery ice to your advantage when 
dealing with some of the larger baddies. 


► Your main goal is to find 
and rescue all of the 
imprisoned Dragons. 

After you free a dragon, 
you'll be allowed to 
save your progress. 




[*• iif[, .rn 


A This is the main "home" area for the second 
world. It has a southwestern, desert feel and 
weird purple water that Spyro doesn't like, 


▲ When you free a dragon, the gome will go 
into a short cinema mode where the dragon will 
impart some useful information to young Spyro. 


tVtRVOME 


Starting with the second world, 
each world has a free-flying level. 
You'll have to maneuver an airborne 
Spyro though a series of obstacles 
within a certain time limit. These 
challenging levels were some of the 
most fun that we played! 


One very innovative aspect of Spyro 
is the treatment of health. Spyro's 
little insect friend will turn different 
colors depending on Spyro's health 
condition, so you'H have to get used 
to keeping an eye on him to see 
how you're doing. You can replenish 


A Here is the doorway to the second 
world's flying level. This one is hidden, and 
can be tricky to find and reach. 


The level will start out with you having 
to fly through some rings. The "+1" icons 
are time bonuses, and you'll need 'em. 


A After the rings you'll have to zap gold 
chests with your fire breath. You can't 
complete the level until you hit all of 
its goals within the time limit. 


A Now blow fire on the rabbit and it will 
turn into a butterfly. Chase the butterfly 
down and your little bug friend will eat it 
and regain some health. Pretty cool! 


The bosses in the game haven't been too much of a 
challenge so far, but they are expected to become 
more difficult as the game progresses. 


► Blowing some fire on \ 
this guy's feet will cause \ 
him to run to the next plat¬ 
form, where you must follow 
and continue your attack 
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Publisher Kunami 
Developer Konami 


Release Date October 
Type Adventure/Stealth 




► Solid Snake is just about as 
cool a guy as you'll ever 
find. After all/ you've gotta 
be one tough dude to get 
away with a name 
like that. We don't \ 
wanna think about 
where he got it... 


This month we got a behind-the-s 
look at the first English version of 
Konami's mega-hot game 


D his year's E3 was a remarkable 
event with dozens of new and 
exciting games to see and play. It's a tes- 


Snake flirts with one of his con¬ 
tacts) to break up the action. \ L 
The version we played didn't Y> 
have the Dual Shock functionality ^ 
fully working yet, but we've heard 
that the game will use the shock in 
many new and innovative ways. One 
coo! example of the shock occurs 
when Snake puts one of the enemy 
guards in a choke hold. The rumble 
will shake and change with the 
guard's struggles until he dies. This 
gives you an idea of the level of innovation the 
developers of Metal Gear Solid are striving for. It 
sure beats just rumbling when you get shot! / 

Well keep the coverage coming on this ^ 

game until it finally comes out. What a great i 
year to be PlayStation gamer! 


year in a row, hands down. It's that good. 

PSM recently sat down at Konami's 
offices and played an early build of the 
game until our fingers bled. While we 
were at it, we also took our own unique 
screenshots, which finally show the 
English dialogue. We can definitely say 
that the game has lost none of its magic since we first tried it out 
for issue 10 (June 1998). In fact, with the storyline in place, the 
game is more exciting and addictive than ever! 

It turns out that Snake is invading the arctic base not only to 
keep the terrorists from launching a nuke, but also to find two 
hostages. The leaders of the takeover are none other than Snake's 
former teammates, each who have special talents of their 
own. These characters are determined to make Snake's * ... 
life difficult The dialogue so far is great—both intense 


A The only item Snake could smuggle in was 
a pack of cigarettes. Disgustingly enough, he 
kept them in his stomach for the trip in. 


< This lazy guard is sleeping at 
his post. If you happen to set 
off the alarm before you get 
^ here, though, he will be 
f T wide awake and looking 

for you. So be careful! 


A Could this be...the 
Mela! Gear?t One thing's 
for sure—it is one cool 
piece of military hardware 




< Solid Snake sees his arch¬ 
enemy Liquid Snake board a 
Russian Gunship to take out 
some incoming aircraft. 
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First yaiite tsr* fCjicae-.-UARPAcNief. 


▲ On board the Submarine Discovery, a 
secret mission is being planned against the 
renegade Foxhound agents who have taken 
over the arctic base. 


_ 




One sentry on the £eft 
end one on the nght.. 


Whet about the ail duct 
near the door 1 * 
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A Snake must disarm the nuclear weapon, 
defeat die Foxhound agents, and rescue two 
hostages who may or may not be still alive 
within the compound. That's a tall order for 
anyone, even the legendary Solid Snake! 


A As Snake is shot out of the Sub, the six 
members of Foxhound involved in the 
takeover are described to him. That's when 
you learn that Liquid Snake is one of Solid 
Snake's former partners. 


A Even from this distance, it is possible 
for Snake to make out the number and 
locations of all of the guards. 


A Snake knows that there are several 
ways into the base. Unfortunately, most 
of them appear to be locked or guarded 
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V Being careful to avoid the nearby 
guards. Snake stealthily hops into the 
back of the military truck. 


Like in the original Metal Gear, Snake 
can enter almost all of the rooms on 
each level, as well as the trucks. It's 
)est that you explore as much of each 


After he has shed his gear, 
Snake looks up, the music swells, 
and we finally see the title credits. 
Now that's one heckuva cool intro 


_ Anything that he won't need 
anymore is dropped to the floor 
and abandoned. Snake doesn't 
need all of that extra weight. 


... You have to be just as careful leaving the 
truck as you were when you got in. That gun 
may get some use sooner than you thought! 


A After a little bit of exploring. Snake finds his 
first gun—a Socom. Finally he's armed so he can 
dish out some damage of his own. 








• This ninja plays a 
major role in the action, 
but is he friend or foe? 
Konami's not talking. 


A Snake has a comlink in his neck to send 
and receive communications from HQ. The 
good news is that it can't be detected; the 
bad news is it occasionally jams up. 
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A That is one big-ass gun. 
Thanks to Vulcan Raven's 
enhanced strength, he can 
carry quite a load. Our expert 
tip? Don't mess with him. 






is one of the many people that 


Jk> Mei Ling 

you'll be in constant communication with. She 
designs all of the secret military stuff that 
Snake uses, and he likes to hit on her. 
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A The thermal goggles give you an infra-red view 
of the area, which makes it easier to spot those 
camouflaged enemies by their heat signatures. 






< You have to stay aware 
of all the guards' locations 
at all times. Even splashing 
through a small puddle 
night alert the guard and 
provoke him to investigate. 


< At several 
points in the 
game, Snake will 
notice that sur¬ 
veillance cameras 
are scanning the 
area. If they spot 
you, guards will 
come rushing in. 
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> One way around 
this predicament is to 
crawl past it under its 
field of view. You've 
still got to be careful 
though, as some 
cameras are placed 
lower than others. 


marnsdi 


You can use everything you find in 
a variety of ways. On the second 
level, Snake finds a box that he can 
hide under. This may be the key to 


Js The guards will probably suspect that 
something is out of the ordinary about the 
box that mysteriously walked across the 
catwalk...so much for that idea. Run! 
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Publisher Capcom 
Developer Capcom 


Release Date September 
Type Fighting 







▼ John Talbain is back, along with 14 of the 
other previous Darkstaikers. Each has some 
new tricks, and there are also four all-new 
characters to choose from 
to make for 18 total char¬ 
acters—that's a lot! 


The night warriors return once again to haunt the Pla 


hile not as popular as the fabled Street 
Fighter series, the Darkstafkers games 
have always had a loyal following. Although the 
first game appeared on the PlayStation, its 
sequel only appeared on the Sega Saturn. 
Now the series is returning to the PlayStation 
once again for its third installment. 

Darkstafkers 3 will feature a cast of 18 
characters, 14 of which are returning 
from the previous games. The other four 
are brand-new: Jedah, the Messiah of 
Darkness; Q-Bee, a human-looking bee-like 
creature; Lilith, the younger sister of 
Morrigan; and B.B. Hood, a Little Red Riding 
Hood clone who just happens to pack an Uzi. 

Fans of the series will be happy to know that th 
latest sequel controls just like the previous two 
Darkstaikers games. The only real exception is the addition 
a unique Dark Force move. By pressing a punch and a kick 
the same strength together, you can suck your opponent 
into a new dimension where your character becomes 
stronger, and gains access to new moves and combos. 
Considering that Darkstaikers 3 doesn't have the vast 
number of animation frames that X-Men Vs. Street Fighter 
did, you can expect a pretty accurate port. Capcom was even 
nice enough to include two additional modes of play in the 
home version that were not available in the coin-op. First is 


the Training Mode, which will allow you to practice all the new 
combos and attacks. Second is the Visual Story Mode, which 
is basically a Darkstaikers gallery. Here you will be able to view 
art and background stories for each of the characters. 

Considering how good the early E3 version of this game 
looked and played, Capcom may have another winner on its 
hands. And, quite frankly, this could very well be 
the game that helps everyone forget about the 
lackluster PS X-Men Vs. Street Fighter. 
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A No, Sasquatch isn't drunk. He just got hit by Bishamon's Karame 
Oama attack, which temporarily stuns the opponent. 





A Compared to the second Darkstaikers game, 
Darkstaikers 3 has more highly detailed back¬ 
grounds, Some of them even include pseudo 3-D 
effects, giving them a sense of depth. 
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A Jedah is one of the more powerful new 
characters and is out to steal all the souls of the 
Darkstaikers. If he does, chaos and evil wifi 
forever reign supreme, which is urn, bad. 
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A B.B- Hood calk in the calvary for her special A in what other game can you have a charac 

attack. Forget to block it and you will lose ter whose leg turns into a scythe? That's the 

some serious health. charm of the Darkstaikers series. 


A Lilith's special thro* 

h is espeac 

illy funny 

. 

because she picks yo 
an arrow. Bullseye! 

u up and si 

loots you 
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Rikuo's (left) dark dimension is full of water and gives him more agility than his 
opponent, Morrigan. All of the characters have their own unique dark dimension that 
benefits them while hindering their opponents. 
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► Diehard 
fans will be 
glad to 
hear that 
Morrigan, every¬ 
one's favorite 
videogame suc- 
cubus, is back 
for even more 
gratuitous 
cleavage shots. 


One of the new additions to 
Darkstaikers 3 is the Dark 
Force. Using this move, you can 
become stronger by sucking 
your opponents into a unique 
dark dimension. Within this 
dimension, you are able to pull 
off combos and attacks not nor¬ 
mally possible in the game. 
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Publisher Atlus 
Developer Racdym 


Release Date TEA 
Type Action 
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Much like in Deception 11, Trap 
Gunner focuses on setting traps. 
The idea is to set a trap in a non- 
obvious area and then trick your 
opponent into walking over it. 
Here are the steps for setting a 
successful trap: 


If your enemy falls for the trap, you 
can expect one big explosion. Just be 
sure you get out of the way! 


A Now you need to trick your oppo* 
nent into entering the area where you 
just set your trap. 


A if you think you've found foe best 
spot, go ahead and select the trap 
and set it on the ground. 


▲ Look at the range of your selected 
trap and see if it is foe best choke for 
the area you are currently in. 
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By holding down the Triangle button, you 
can slowly crawl along foe ground and 
find any traps that your opponent has set. 


ome of you classic gamers may remember a little 
NES and PC title by the name of Spy vs. Spy. While 
simplistic in design, this game quickly became a fan favorite 
because of its multiplayer aspects and its unique style of 
gameplay—setting traps for your opponents. Now, count¬ 
less years later, Atlus is taking ail the key features that 
made Spy vs. Spy so great and bringing them into the '90s 
with Trap Gunner. 

Just like Spy vs. Spy, Trap Gunner has a simplistic 
premise: you set traps and try to force your opponents into 
them. Being hit by a trap drains your health bar, so winning is 
a matter of making your opponent's health bar reach zero. 
However, setting traps is not the only way to win the game. 
You can also pick up weapon power-ups and shoot at your 
enemies, which should definitely provide for some action- 
packed competition. 


Trap Gunner features six different characters to choose 
from, and each has different attributes associated with them. 
Depending on the character you select, you will have access 
to different styles of traps. Some traps will merely freeze 
your opponent for a couple of seconds, while others will 
explode, causing huge amounts of damage. The catch is that 
you can see each other's traps, but only if you crawl siowly 
along the ground. Therefore, you'll need to keep your oppo¬ 
nent moving around, which is where the weapons and dis¬ 
traction techniques come in. 

The PlayStation is always in need of quality multiplayer 

games, and it looks like Trap Gunner could be 

....... . , . H -1 ’ .. . r 

just that, its potentially addicting gameplay 
combined with plenty of action could very 
well make it one of the sleeper 
hits of the year. 


Hie split-screen mode allows two players to 
compete against each other. You con adjust the 
camera to get foe best view of foe playing field. 




Atlus takes the Spy vs. Spy concept into the 90s 
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Tenrou 
Ugetsu is a 
ninja and attacks 
with his sword and 
throwing stars. 
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Highlighted blocks like this tell you foe 
range of foe trap you are setting. From 
foe looks of this screen, this trap is going 
to be highly explosive. 
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Van Raily is foe standard 
character of foe game and 
uses his gun to attack other 
characters from a distance. 




Because 
she moves 
around on 
rollerskates, Tico 
travels faster than 
foe other characters. 


Combat is not only limited to traps, as you 
can also use various weapon power-ups that 
you discover in foe arenas. 
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A You can then attempt to disarm it, but if 
you make a mistake you are pretty much 
history. Game over, man! 
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Before you go against an opponent in foe 
Story Mode, you are given a complete briefing 
of who you are fighting against and what type 
of arena you are fighting in. 


Trap Gunner has six playable characters in 
all, and each uses a different variety of traps 
and weapons. They also vary in their speed of 
movement and their defensive abilities. 
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Publisher Westwood Release Date August 

Developer Westwood Type Real-Time Strategy 
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Retaliation '$ new weapons and 


defend 


months, so be sure to stay tuned 


One of the Allies' best tactics is the ability 
to "chronoshift" artillery from one end of the 
mop to another. The 


enemy can never tel 
where die next tank will teleport in from 


Westwood shows that it has a 
sense of humor by including 
these levels in which you must 
fight off giant mutated ants. 
Starship Troopers, anyone? 


A The deadly tesla tank is one of the most 
fearsome weapons the Soviets can produce. 
Basically, anything that comes within its 
range can expect to be toasfed.[Luckily for 
the allies, they take a little while to recharge. 


more of everything with 




The Allied helicopte; 
are more than a match 
for the ground-based 
Soviet tank swarm. 


A The ant missions are more tactical 
than resource-management based. In 
this level you must hold off the ant 
onslaught with only a few soldiers. 


The chrono tank 
can actually teleport 
itself from one end of 
die board to another, 
which enables some 
very complex flank¬ 
ing strategies when 
your opponent least 
expects it. 


A Watch out for the queen ant and the 
nesfr-if you end up in this situation, 
you're pretty screwed. 
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super addictive two-player 
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1or2 

Players 


in an epic 2-player struggle where only 
the fittest survive.Your objective? litter 
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annihilation.Your tactics? Outwit and 


n fierce real-time 3D battles.The 
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outcome? Absolute destruction. 
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pc cd-rom 


OUT THINK. OUT MANEUVER. OUT LIVE. 


www.cfYstald.com 
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Publisher ASC 
Developer Player I 


Release Date November 
Type Vehicle Combat/Racing 
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Wire? 


A In the Arctic level, you'll have to avoid 
and destroy all the giant icebergs and ice 
floes that get in your way. 


A You want some air? You'll be sailing off 
a bunch of death-defying 100-foot drops in 
the Amazon level. 


Number seven (of 42) is 
. a scientifically designed 
being that was cre- 
1 id \ ated to win the 
am. competition. 


Trained in 


Tyrone Too 
Sweet" Ju Sai 
Po, Ebony is in 
the tournament 
purely to kick butt 
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◄ Dead in the 
Water has a 
split-screen 
two-player 
mode as well 


mode, for 
those of you 
who can get 
access two 
PlayStations. 


< In the 
shop you 
can cus¬ 
tomize your 
boat with 
all the 
money 
you've 
earned. 


August 139B 


► When you 
throw an 
explosive in 
the water, it 
will explode 
with a huge 
upward gout 
of water. 


► The racing 
mode is very 
exciting, but it 
is more about 
speed than 
destruction. 
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their new boat combat game 


998 is apparently the year of 


8, Twisted Metal 3, and Rogue Trip, you 


itself out Well, it won't if Player 1 has any say 
on the matter—its unique boat combat game 

some 


► The "big- 
head, super deformed 
character designs are hilari 
ous, and add personality. 




The big difference in Dead in the Water is that, of 
course, it's on the water The water physics are easily 
some of the best seen on the PlayStation, and the rac¬ 
ing mode is better than some of the 
pure boat-racing games. Where the 
game really kicks, though, is in 
its battle mode. This mode has 

severe 

a! computer opponents in 
arenas full of weapons. The 
water plays a big role here 
because it reacts to your 
weapons. For example: if you 
throw a grenade at a boat and 
miss, the grenade will cause a huge 


The tournament takes place in several dif¬ 
ferent areas of the world, each with its 
own unique obstacles. 


A The Grand Canyon level consists of lots 
of thin, twisting passageways that will 
take an expert hand to negotiate. 


explosion in the water that creates waves in every 
direction. In the heat of combat, the rough water can 
be as much an issue to deal with as the other boats. 

Dead In the Water has 10 wacky characters to 
choose from initially, and we assume the game also 
has a few hidden ones. After each race, you can cus- 


ment shop. The best part about the shop Is that you 
can save your customized boats to a memory card to 
use in future computer tournaments, or even against 
your friends in head-to-head races. Dead in the Water 
also offers both split-screen and link-up modes for 
some heated multiplayer matches, 


ter this game can get! 


This game has plenty of characters to 
choose from. Each of the characters have 
their own unique boats and abilities, 
which you will most likely need to 
become familiar with. 
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Dr. Graves was a mortician that was kii ed 
during test year's competition. This year he 
returns as a member of the undead. 
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Publisher Square/EA 
Developer Square 


Release Date November 
Type Action/RPG 
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1 a The game's hero is 
loosely based on an 
actual Japanese swordsman, 
who is said to have killed 60 men! 




In the search for the fair 
princess and his way home, 
Musashi may have to ven¬ 
ture to each and eveiy castie 
and challenge the Boss that 
lives there. Hffim...sounds a 
bit like Mario , doesn't it? 
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A The Brave Fencer Musashi shows no fear as 
he enters the castle... 


A ...In the attempt of freeing the princess 
from her captivity. You can do it, Musashi! 
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► Your goal in the 
game is to—you 
guessed it—res¬ 
cue the princess! 
It's been a while 
since we've 
heard that 
old one. 


he producers of Final Fantasy 
VII are looking for a little action 

rave Fencer Musashi is Square's first attempt at a 
real-time, action-based RPG on the PlayStation. 
Loosely based on Japan's greatest swordsman, Miyamoto 
Musashi, the game was one of the more impressive titles at 
this year's E3 show. 

Brave Fencer follows the adventures of Musashi as he 
travels through a polygon-based world full of enemies and 
magic. Armed only with his two swords, Musashi will have 
to solve a myriad of puzzles and challenge endless oppo¬ 
nents before finding his way back home. 

Since the fighting system of Brave Fencer is based in 
real-time, the game will offer a great deal of interaction 
when it comes to battles. Circling around your enemies and 
attacking them from a vulnerable angle becomes a key strat¬ 
egy. At first glance, this system of real-time combat may 
resemble Zeida, but the sheer number of fighting options in 
Brave Fencer surpasses even that of the latest Zeida f 
Ocarina of Time. Not only can Musashi pick up a nearby 
object or enemy and throw it at another enemy, he can also 
learn his opponent's fighting tactics. 

The game's innovative "Learning System" allows 
Musashi to acquire the different skills and fighting abilities 
of the various foes he happens upon. The more he fights 
the stronger he gets, and the number of varying special 
attacks he can execute increases. This is a nice break from 
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While the bosses in Brave Fencer all 
look and attack differently, they share 

one thing in common: they are all 

- 

massive. This is especially dishearten- 
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ing news foLMdsashh who is probably 
one of the shortest heroes to ever star 


the traditional RPG in which every 
attack pretty much looks the same and 
there is very little interaction. 

Depending on the success of Brave 
Fencer, Square plans to continue the 
series, focusing on a different promi¬ 
nent figure in Japanese history. We 
can't think of any reason the game 
wouldn't succeed, especially considering that it will include 
a playable demo of the long-awaited Final Fantasy VII!. You 
can bet that every PlayStation RPG fan is going to want to 
pick Brave Fencer Musashi up—we know we are! 


A It looks like this 
"whirlwind" spell is 
one of the many abili¬ 
ties that Musashi can 
learn from his ene¬ 
mies. This is probably 
one of the better 
attacks to use when 
confronted by multiple 
opponents. 
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▲ Whatever this is, if doesn't look very happy. 
Musashi is going to have his hands full with 
this huge monster. Let's just hope that Godzilla 
is wrong, and size really doesn't matter! 
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A You will have to be careful in the forests or 
you might be ambushed by enemies such as 
these two swordsmen. One cool feature is that 
you can pick up a swordsmen and throw him at 
the other one to take 'em both down. 


A When entering a town, Musashi can visit sev¬ 
eral different places. The equipment shops will 
supply him much-needed supplies, while hotels 
will let him rest and regain his health. He can 
also get advice from the local inhabitants. 


A Bowling, anyone? Musashi shows these Ogres 
that he can still pull off the perfect 300 game. 
Final Fantasy VII touched on the whole "mini¬ 
game" idea, but Musashi appears to have taken 
it to new level. What else are we in store for? 


Square has always been great at creating 
very memorable visual effects for its games, 
and Brave Fencer Musashi is no different. This 
Flame Boss is just one of the many eye-candy 
surprises you can expect to come across. 
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After getting konked on the noggin, 
Jim back flips, pig-boards, and 


six neurotically insane levels of 
his own unconscious brain. 


freelv in lush 3D environments 
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your 






our movies 



your mom. 
heh-heh. 
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the complete entertainment network from 
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The Greatest Show on Earth! 


SPECIAL REPORT: E3 1998 

Everything you need to know about the most 

important videogame show of the year! 


LAI 



e went, we saw, we lost our /winds. The fourth annual Electronics 
Entertainment Expo (or "E3") was all that was promised and more. For 
three days in May, the world converged on the World Congress Center in Atlanta, 
Georgia for a chance to test out thousands of new games, a good chunk of which 
were for PlayStation. Every major games publisher had a massive booth, 
with stage shows, models, celebrities, and of course, plenty of PlayStations 
set up to show their new games. It was loud, bright, and absolutely 
intense—just think of a giant videogame theme park and you get the picture, 
The main story of the show, of course, was the PlayStation. This was eas¬ 
ily Sony's most impressive show to date—it had the most games and the 
most really good games over all other competing platforms. Sony's booth was 
huge—almost an entire show by itself. It had laser lights and giant video walls 
everywhere, guiding you through endless rows of new first- and third-party 
PlayStation games. Sony also threw the best party, which for the second year in 
a row was held at a giant outdoor complex left over from the last Olympics, This 
year Sony's big surprise musical guest was the Foo Fighters, and they brought the 
house down. Yep, PlayStation really did have everything going for it at the show, 
and it was a lot of fun to be a part of it al 


Sony's New Announcements _ 

At the airport, PSfvl was picked up in a PlayStation-branded Humvee, which had 
been converted into a long, luxury-type limousine with Hot Shots Golf running 
inside (on a side note, PSM also had its own Humvee iimo to ride around in), On 
the outside was printed Sony's new marketing slogan: "Live in your world, play in 
ours." From there we went straight to the Sony press conference, which was 
held the day before E3 started. Sony had two major announcements, the first of 
which was that starting June 16, the Dual Shock controller will be packed in with 
PlayStation hardware. So from now on, even/ PlayStation sold will come with the 
Dual Shock controller instead of the old one, for the same retail price of $149. 

The second announcement concerned the much-rumored PDA peripheral, 
which we featured in our Otaku section back in issue 9 (May 1998), PDA (which 
stands for Personal Digital Assistant) is just a working title and will be changed 
before its release. It will hit in Japan by the end of the year, and come here by 
Spring 1999 for about $30. We were very impressed by the cool potential of this 
neat tittle device (for more info on both of these two announcements, check out 
the Monitor section this issue). 


Final Fantasy VIII Makes Its U.S. Debut 

Square had an absolutely fantastic show, with Parasite Eve, Xenogears, Bushido 
Blade 2 , and the surprisingly fun Brave Fencer Musashi. But all of those games 
took a back seat to the press conference that Square held on the first day of the 
show. The lights were turned low, and (after a little tinkering with the projector) a 
packed room was treated to footage of Final Fantasy VIII. The story sequences 
were simply breathtaking. Even though no playable version of the game was 
shown, the sheer magnitude of Final Fantasy VII! made it one of the high points 
of the show (you simply must check out our massive preview in this very issue!). 

In Closing... 

Well, we've wrapped up another E3 and lived to tei! the tale, it wasn't easy, 
though—nearly ail of us came back with a cold of some kind, and we probably 
averaged about four hours of sleep a night (ugh). It's time for us to kick back, relax, 
and heal a little bit. What's that? You mean weve got to put a whole issue out in 
ten days ?! As hard as it is to imagine, going to E3 does have its downside. 

But the show rocked, PlayStation kicked ass, and we had a great time. More 
cool new PlayStation games than ever are coming our way, with plenty of block¬ 
buster hits to look forward to. Just check out all the titles we've listed in the 
following pages! We couldn't be more excited about the future of gaming. It's 
gonna be awesome! And as always, PSM will bring it all home to ya! 







Metal Gear Solid 
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t the close of the first day of the show, we named our top 10 PlayStation 

_ games at E3, and presented the publishers with our PSM "Showstopper" 

awarcis. Here's the list of award winners, in no particular order. There were tons of 
great games shown, but these titles really blew us away! 
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MGM interactive) 


(Konami) 

Silent Hill 

,‘:'Y ’ V? 

(Konami) 

Spyro The Dragon 

(Sony CEA}| 

Crash Baldicoot Wa 

(Sony CEA) 

Legacy of Kain: Soul Reaver 

(Crystal Dynamics) 

Brave Fencer Musashi 

(SquareSoft) 

Xenogears 

(SquareSoft) 

Colony Wars: Vengeance 

(Psygnosis) 

Madden '99 

(EA Sports) 
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PlayStation is more than ready to compete. 
We also saw an early demonstration of 
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PlayStation will be up against over the next year or so. First we 
in on Niflfhdo's press conference the day before the show started, just 
Sony's own press conference. Nintendo really didn't have much to show, but what 
it actually did show looked pretty good. Of course, everyone was amazed by the 
new Zelda, and a small handful of other titles like Banjo Kazooie and Perfect Dark 
(the sequel to Goldeneye ) looked good. But there just wasn't that much to look at. 
In fact, probably Nintendo's coolest new product was the long-overdue color ver¬ 
sion of its GameBoy, and so far, we're disappointed with the new F-Zero . 

Aside from PlayStation, the really big news was Sega's new Dreamcast con¬ 
sole. Due out in Japan by the end of the year and in the U.S. around September 
1999, Dreamcast drew a lot of good buzz and attention without even being on dis¬ 
play at Sega's booth. Of course, PSM got a look at the new hardware and Sega's 
launch plan, and we have to admit the potential is there for it to be a huge success. 
We've got over a year to wait and see though, and Sony is surely taking a close 
look at Dreamcast to make sure that the next TR 


you may n 
coiijdri|i|f yi 

But at this point there were no real games to 
play, and quite frankly, we're unconvinced that 
the Project X strategy has a chance of working. This 
one is a long shot to say the least. :- 

Obviously we're die-hard PlayStation fanatics 
here at PSM, but we play and enjoy all the other sys¬ 
tems, too. We're actually not very biased, we just 
call it like we see it. So, our overall impression of the 
competition is this: Nintendo is still one of the best 
game developers on the planet, but the N64 looks 
like it will continue to suffer from too few Grade-A 


titles. As for Sega, the Dreamcast looks very 
promising, but until it becomes a reality it's just too 
hard to judge. So for now and for the foreseeable future, PlayStation 
will continue to be the dominant videogame platform all over the world 
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All Star Tennis 99*Ubi Soft*Q4 
Ubi Soft's last version of this 
game was good, but this year we 
have a new graphics engine and 
hopefully a bit more control over 
the ball. (PC screenshot) 


Backstreet Billiards* ASCII *Q4 
A billiards RPG? You bet! Go to 
different pool halls and compete 
in tournaments to win money and 
buy stuff. Definitely a different 
take on an already unique game. 


Bass Landing 2*Natsume*Q3 
'99 The sequel to Natsume's 
popular fishing game is well into 
development. With better graph- 
ics and more locations, this looks 
to improve the original. 


Bottom of the Minth '99 
•Konami* September Konami 
returns with an all-new baseball 
game. Featuring improved graph¬ 
ics and gamepldy, a play-by-play 
announcer, and a scenario mode. 


Brunswick Circuit Pro 
Bowl *THQ* August A fun bowl¬ 
ing game that is also licensed by 
the Pro bowling circuit for its 
authenticity. Expect some excel¬ 
lent ball physics, (PC screenshot) 


Black Bass/Blue Marlin* Hot B* 
November This fishing game 
features fresh water lakes for 
bass fishing as well as several 
salt water locations for blue mar¬ 
lin fishing. It's got it all) 


3 lions Soccer*Take 2* TEA The 
number one soccer game in 
England is coming to the U.S. We 
haven't been able to play this 
one yet, but it looks hot and is 
getting some strong reviews. 
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Big Air Snowboarding 
•Accolade* Q4 Authenticity and 
official licenses are Accolade's 
edge in this crowded genre. 
Expect many different modes of 
play, and a whole lotto sh reddin'. 




Bass Masters Classic 
Tournament *THQ* August THQ's 
latest in its line of popular fishing 
games. This version has 3-D 
graphics, commentary, and four 
real U.S. lakes. (PC screenshot) 


ESPN Digital Games: National 
Hockey Night* Radical *04 An 
improved version of Pov/erplay 
Hockey, NHL Tonight looks like it's 
on it's way to becoming a great 
game. (PC screenshot) 



mmsa tana 


ESPN Digital Games: X Games 


ESPN Digital Games: NBA 
tonight* Radical *Q4 ESPN's 
take on basketball. NBA Tonight 
features highlight reels, ESPN 
anchors doing the commentary, 
and season play. (PC screenshot) 


Pro Boarder* Radical Entertain¬ 
ment* Q4 This is the only game 
we noticed that actually has the 
bordercross full-contact snow¬ 
boarding event. (PC screenshot) 



Fox Sports Hockey '99* Fox 
Sports *03 Hockey '99 is hoping 
to return to what made hockey 
on the Genesis so much fun, 
while giving it the technological 
power of the PlayStation. 



Fox Sports Tennis '99* Fox 
Sports *Q3 Leveraging its con¬ 
nection with the actual Fox Sports 
Network has paid off with this 
title, resulting in real announcers, 
real players, and real arenas. 



FreeStyie Boarding '99* 


Capcom*Q3 This snowboarding 
game features a new "gravity- 
based" physics engine for height¬ 
ened realism on the snow. It also 
has several different trick events. 
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. so we'd better run 





lures, you can get a decent idea of what 
it's like to really be there at the show. 



A E3 was held at the World Congress Center in Atlanta, 
Georgia for the second straight year, it was really hot! 



▲ Going down the escalator to the main hail, the first 
thing you saw was a giant banner with Sony's slogan. 
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Akuji The Heartless* Crystal 


Alien: Resurrection* Fox 
Dynamics* September This third- Interactive* Q4 Based on the 
person platform adventure is movie/ you take control of differ 

based on the Gex 2 3-D engine, ent characters against alien 
but with voodoo and black magic baddies in third-person 3-D 
thrown in for good measure. gameplay. Very dark and mood' 


Apocalypse * Activision * Q3 
Apocalypse has been in develop 


Armored Core: Phantasma* 

Ascii* Q4 Not quite a sequel to 
the amazing mech battle game/ 
Phantasma offers new mech 
parts, missions/ weapons and 
arenas/ plus a new replay mode 


Army Men 3D*3DO*Q4 You 

play as little green plastic army 
men like the toys from when you 
were young, pitting them against 
other little army men in epic army 


ment for quite a while now. You 
control Bruce in a third-person 
3-D shoot'em up with lots of plat 
form jumping and puzzles. 


men battles. Lighter not included 
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Attack Of The Saucemtan 
•Psygnosis*Q1 '99 This retro 
sci-fi themed action-adventure 
features lots of camp and silliness 
throughout its 28 3-D levels. 
Expect a lot of humor. 




Assault* Midway *Q4 Fast third 
person 3-D shooting mayhem. 
Lots; of effects and nice stylized 
graphics. A wide variety of 
weapons makes it feel like an o!< 
old-school shooter like Contra, 


Asteroids • Activision • November 
The classic shooter gets a face lift 


Batman And Robin* Acclaim* Blast Radius* Psygnosi$*Q3 A 

June This game will have lots of arcade space shooter featuring 
areas to explore and you can nine different ships, 40 missions 

even drive the Batmobile. and 13 weapons. Also look for 

Batman's cape animations are linkable multi-player mode, and 

especially well done. lots of rough-'n-tumble action. 


B!ood5hot*Acclaim*TBA Third- 
person gameplay in large, 
detailed 3-D environments. Based 
on the Acclaim comic book of the 
same name, you get to use a gun 
and ride a motorcycle. 


Brave Fencer Musastii* Square* 
November This one took us by 
surprise, as it came out of no¬ 
where and is really fun. Control 
Musashi through 3-D levels where 
you steal powers from baddies. 


Capcom Generations: Ghosts n 
Goblins • Capcom * September 

The classic platform series comes 
to the PlayStation. 2-D side- 
scrolling action that seems more 
difficult than we remember. 


Capcom Generations: 1943* 
Capcom * October Classic top- 
down shooter featuring World 
War 2 planes, lots of power-ups, 
and weapons. Only the nostalgic 
old-school gamers need apply. 


Centipede* Hasbro *04 The clas¬ 
sic shooter enters the 3-D world. 

A good variety of different cam¬ 
eras is but one of the game's best 
features. Lots of classic twitchy 
shooting action for everyone. 
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Clocktower 2* Ascii *TBA This 
3-D horror game is the follow-up 
to last year's game, where you 
play as different characters to 
solve the mysteries. This sequel is 
expected to be even more creepy. 


Colony Wars: Vengeance* Contra Adventure -Konami* 

Psygnosts*Q4 The first game set August Konomi is trying once 
the standard for the space shoot- again to bring this 16-bit classic 

er. Its sequel is setting its sights into 3-D. Contra Adventure corn- 

even higher with land-based mis- bines 2-D and 3-D gameplay, all 
sions and cool new ships. out shooting, and big bosses. 


Contract, The* Psygnosis• Q4 
This action-adventure game has 
two different characters. The 
third-person gameplay features 
lotsa guns and fully-explorable 
3-D environments to shoot up. 


Cool Boarders 3*989 Studios* 

^ _ * - 
October More tricks, courses 

and halfpipes and a unique new 

set of "fighting" moves. Fans of 

the series should be excited about 

the all-new game engine. 


a***..; 


$ i 




taiisinie 













■ 



S>: ■: : ■ 


£ 



4 Sony's giant booth had countless PlayStations set up to 
play not only Sony's games, but third-party titles, too. 


4 Konami's booth was packed with soldiers, who would 
start beating on you if you hogged Metal Gear too long. 


▲ Electronic Arts' booth gives you a good idea of the 
grand scale at which the booths at E3 are done. 
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• State-of-the-art physics engine 
for unbelievably real pin action 

• Cosmic Bowling 

• Multi-player up to 32 players 


Brand new Brunswick Skins Came 
format 

13 professional Brunswick Bowlers 
Intelligent bowler and crowd reactions 



Brunswick is a registered trademark ol Brunswick Bowling and Billiards Corporation. Brunswick Circuit Pro Bowling is a trademark of THQ Inc. © 1998 THQ Inc. Playstation ami the Playstation logos are registered trademarks of Sony Computer Entertainment Inc. 



























































Crash Bandicoot: Warped* 989 
Studios • November That wacky 
Crash in a totally new adventure 
that features new vehicles and 
creatures to ride, plus some inno¬ 
vative uses of the Dual Shock. 


Crime Killer* interplay* July 
Drive three different cop vehicles 
in this 3-D shooter that runs at a 
flaming 60 FPS. Drive anywhere 
(as Iona as You're on a streets 


Croc li*Fox Interactive* Dead in the Water*THQ*Q4 Dead Unity *THQ*Octot»er 

December The sequel to the 3-D Think Twisted Metal on the water. 3-D graphic adventure based 
platform hit. Now you can ride a This game features awesome place called Unity. 500 preren 

boat, the camera is better, and of graphics and incredible water dered environments, 30 types 

course, there are plenty of wacky physics, for a unique combat enemies, and a variety of 

new enemies to kill. experience. Looking good so far. weapons are some of its feci ft. 


long as you're on a street) 
and solve a bunch of missions 


Duke Nukem: A Time To 
Kill • GT Interactive • September 
Duke goes third-person in his 
new 


Earthworm Jim 3D* interplay* 
Q3 Earthworm Jim has left the 
16-bit era behind and entered the 
3-D world in a new action/plat- 
form adventure that exists entire¬ 
ly in his mind. (PC screenshot) 


Eliminator* Psygnosis*Q4 A 


Fifth Element, The* Activision 


G Shock *Konamt* October 
Underwater exploring game that 
was originally called Dolphin 
Dreams. Collect artifacts from 
sunken ships and trade them in 
for better equipment. 


futuristic 3-D shooter that contains August A third-person 3-D 
16 varied events to compete in, shooting and exploration game 

over eight levels, and eight bonus based on the movie of the same 
stages. With four ships, 12 differ- name. Control many of the char- 
ent weapons, and cool music. acters from the movie. 


adventure that ranges 
through time. It looks a lot like a 
Tomb Raider style of game. 
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G. Darious • THQ • September 
Straight-up shooter action here. 
Look for 3-D environments, two- 
player action, 30 bosses, power 
ups, 15 levels, bonus weapons, 
and Dual Shock compatibility. 


Gex 3 'Crystal Dynamics *TBA 
More 3-D adventures from the 
wise-cracking Gecko, but this 
time he's after Res's boss. The 
action will cross various rimes in 
the history of the world. 


Grand Theft Auto • Ta ke 2 • June Diabolical Adventures Of Tobu, Heart Of Darkness • Interplay • 
Highjack cars, kill police, and The *989 Studios* November A August 2-D side scrolling plat- 
blow up schoolbuses and orphan- non-traditional platformer that form action that will remind you 

ages. Top-down driving in huge allows complete 360-degree flight of the old days. You've gotta help 

cities doing jobs for crimebosses. through obstacle-filled environ- Andy rescue his dog Whisky from 

Definitely not for the squeamish. ments. Packed with 30+ levels. the aliens that captured him. 


Jackie Chan's Stuntmasters 
•Midway*Q1 '99 Play as a 
motion-captured Jackie through 
3-D platform levels. It features 
martial arts from his movies, and 
you can use the environment. 


Legacy Of Kain: Soul Reaver 
•Crystal Dynamics* October This 
sequel to the original LOK is in 
complete third-person 3-D, and is 
one of the hottest titles this year. 
Keep an eye on this one! 


Lander *Psygnosis*Q4 This 3-D 
shooter will require expert pilot¬ 
ing skills. There's a two-player 


MediEvli*Sony CEA* October 
Weird character designs that look 
similar to a 3-D Ghosts n' 

Goblins. Think Nightmare Before 
Christmas, and you get a good 
idea of what this title is tike. 


Arts *03 An action/shooter that 
uses EA's new and improved 
Nuclear Strike engine. Pilot a 
two-legged mech that can move 
through puzzling 3-D levels. 


mode, four different "Lander" 
craft, 35 non-linear missions, and 
lots of puzzles. (PC screenshot) 
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a At E3, everyone else got to find out what PSM knew 
months ago—that Legacy of Kain: Soul Reaver rocks. 


a Gene Simmons from Kiss kept asking us for our auto¬ 
graphs, but we were just too busy with appointments. 


A A section of Sony's booth was set up to show off Crash 
Bandicoot: Warped\ complete with underwater scenery. 



a August 13SB 
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After the Coin Toss . Anything Goes. 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc.NFL is a registered trademark of the National Football League. Officially 
licensed product of the NFL Players and NFL Properties. The NFL shield design is a registered trademark of the National Football League. Team names, nicknames, logos and 
other indicia are trademarks of the teams indicated. TM/© 1998 NFLP. Players Inc logo is an official trademark of the NFL Players. © 1998 Players Inc. Developed by Sony Interactive 
Studios America. After The Coin Toss, Anything Goes is a trademark of Sony Computer Entertainment America Inc. © 1998 Sony Computer Entertainment America Inc. 

























■■ 




mmw 


Silent Hill-Konami-Q4 This sur- Silhouette Mirage -Working 
prise title looks a lot like Resident Designs -July Anime style 2-D 
Evil with an extremely eerie story side-scrolling action game. It's all 
line and some of the most amaz- very cute with giant bosses who 

ing story FMV we ve ever seen. wear masks. From Treasure/ the 


makers of Gunstar Heroes. 
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Mega Man Legends -Capcom- 
September Mega Man in 3-D. A 
nice little action-adventure that 
will have the blue boy fighting 
and exploring through an RPG 
style story line. Nice 3-D graphics. 
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Men in Black -Sun Soft- TEA A 
Resident fvitaype game based on 
the movie with the same title. You 
get to control the heroes through 
many different puzzles while 
blasting aliens. 


Messiah - Interplay- Q4 3-D plat* 
form action/aaventure that 
allows you to possess enemies 
and kill other enemies. You play 
die game normally as a little 
angelic cherub. (PC screenshot) 


Metal Gear Solid- Kona mi- 
October Probably the hottest 
game of the year. You control 
Solid Snake through an espi¬ 
onage adventure/ and the goal is 
to keep out of sight. 


Monkey Hero-Take 2- 
November This is an action/RPG 
with gameplav similar to Zelda. 
Real-time combat exploration/ 
and massive polygonal environ¬ 
ments are the fare here. 
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Ninja -Eidos- August You're a 
ninja and you have to battle 
through 3-D environments. Traps 
and puzzles are in abundance/ as 
well as countless enemies to beat 
up with your ninja sword skills. 


Oddworld: Abe's Exoddus-GT 
Interactive • Q4 More adventures 
with the quirky Abe, but now you 
can control several Mudokons at 
once. Gamespeak has been 
advanced with more words. 
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L • Psygnosis * November 
An action-platformer with RPG 
elements. You can build up one of 
four different characters during 
the course of the game/ with each 
having different abilities. 
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Quake II* Activision -TBA One of 
the most popular first-person 
shooters ever for the PC comes to 
the PlayStation. If you haven't 
heard of this game... well/ it's 
really good. {PC screenshot) 


dayman 2-Ubi Soft- QI '99 
The popular 2-D game from a 
few years ago is back in an all- 
new 3-D action-adventure. Free 
your friends from the intergalactic 
zoo. (PC screen) 


Resident Evil 2 (Dual 
Shock) • Capcom • September 
Survival horror at its best and 
now with Dual Shock. It's the 
same game but with the addition 
of vibration to immerse gamers. 


Omikrom The Nomad Soul- 
Eidos -TBA A real-time fantasy 
adventure based in a realistic/ 
completely explorable 3-D world. 

You can possess the first person 
that touches you when you die. ments to make an appearance. 


Pac Man 3-D- Namco • TBA 
Take the pellet-eating freak on a 
wild new 3-D adventure in which 
you go around platform jumping. 
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Resident Evils Director's Cut 
(Dual Shock) -Capcom* 
September It's the same deal 
with Director's Cut The original 
game with the addition of Dual 
Shock vibration for cool effects. 


Rogue Trip-GT Interactive -Q4 


7 and 2, vehicular combat is back 
under a new name. For a twist/ 
pick up tourists while keeping the 
competition off your back. 
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firefighting action. Save people 

- 1 property in a humorous 

. No release date has been 
set/ but expect it soon. 
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Rugrats-THQ-November The 
popular Nickelodeon kids' show 
comes to the PlayStation as a 3-D 
adventure. Gameplay consists of 
third-person action where you 
play as the show's characters. 
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Shadow Gunner* Ubi Soft-Q3 
Third-person 3-D mech shooting 
game. Shoot and fight robots 
with different mechs that are 
available throughout the course 
of the game. (PC Screenshot) 


ing story FMV we ve ever seen. 
This is definitely Konami's year. 
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a Every so often, a rendered Lara Croft would appear on 
Sony's giant video wall and grant a live interview. 


Despite being a lot of fun, E3 can really take a lot out of 
you. Chris lost his marbles after just the second day. 


. Here's a good shot of Sony's area, and the stairs that 
lead up to its second-floor VIP area, with free lunch(l). 



a August 19 3 B 
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Star Trek: Klingon Academy* Starcon • Accolade • Q4 3-D 

Interplay *Q4 Players attend the space combat using both small 
Klingon Academy where you and large space ships. This is 

learn to pilot Klingon vessels in based on the popular Star Control 

space combat ana other Simula* series from the PC. Play as differ- 

tions. (PC screenshot) ent alien races with unique ships. 


Small Soldiers* Electronic 
Arts *03 Based on the movie of 
the same name. You can control 
the characters from the movie in 
this 3-D action shooting adven¬ 
ture with platform elements. 


Slip Groove *TBA *04 
Hoverboard action with trick- 
based combat between you and 
your tethered opponent. Created 
by start-up developers Shaba 
Games. Could be very hot. 


, 


Syphon Filter* 989 Studios* 
November You've been ordered 
by the government to end a ter¬ 
rorist stand-off using direct and 
stealth means. Sony promises it 
to be a frantic thriller. 


Streak • GT Interactive • Q4 Superman* Titus• TBA Play as 

Hoverboard games are looking to Hie Man of Steel in a third-person 
be a popular genre this year, and 3-D adventure. All of his powers 
Streak is no exception. Cool light- are in effect, including flying, 
ing effects and interesting track freeze breath, and heat beams 
design may set this one apart. that come out of his eyes. 


This is the ultimate ninja game. It 
should have a tweaked game 
engine, improved Al, two new 
levels, and other refinements ad 
added for the U.S. release. 
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Thunder Force V: Perfect 
System* Working Designs* July 
The shooter series for the 16-bit 
Genesis finally gets the 32-bit 
treatment. Be warned, the diffi¬ 
culty of this sequel is tough. 


Tiny Tank*MGM Interactive *Q4 
Control a tiny tank and destroy 
stuff. It played well at the show, 
with the tank having all types of 
moves (including a jump button). 
A dose of puzzle elements, also. 
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Wild 9 * Interplay* September 
it's a 3-D platformer where you 
use an electro beam to grab and 
torture enemies in an almost 
uncountable number of ways. Wi 

hope for big things from this one 

• ■ 1 ■. .• • • . ■ - 


Wargames: Def Con 1 *MGM 
Interactive* June This game has 
real-time strategy elements, but 
the focus is on action as you con 
trol different military vehicles in 
3-D environments. 


Twisted Metal 3 •989 Studios * 
November The classic car- 
combat series is back, but is 
being made by another develop¬ 
er. Expect new controls, locations 
and several new weapons. 


Viper* lnfrograms*Q4 A myste 
rious 3-D shooter with racing 
elements. It features tons of 
effects but it's still unknown 
whether or not the game will be 
rail-based or free-roaming. 


Uprising X*3DO* October A 
combination of action and strate¬ 
gy. You play as a tank, and can 
call on reinforcements and place 
them on the battlefield. Amazing 


graphics are expected 
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A Many companies, like Capcom and Midway, also had 
arcade titles on display to promote the home games. 


▲ E3 may look like it's all fun, but just as Steve found out, 
it can be a dangerous place if you don't watch your back! 


A Unfortunately, Namco didn't have much to show, having 
just released Tekken 3. Pac-Man 3-D looked cool, though. 
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Bushido Blade 2* Square* 
November The sequel to last 
year's hit is quite different from 
the original. You must counter 
attacks instead of blocking/ and 
the storyline is more complex. 


Darkstalkers 3* Capcom* 
September All of the great char 


Destraga*Koei*Ql '99 An 
interesting mix between Bushido 
Blade's open environments and 
the super moves of Street Fighter. 
Definitely different from any other 
fighters we saw. 


acters from the first two games 
as well as several new ones. 
Expect even more high-powered 
moves and spectacular EX moves 




Pocket Fighter* Capcom* July Rival Schools* Capcom* August 

SB Features many of Capcom's fight- Another try by Capcom at a 
BS ing game characters in a super- unique 3-D fighter. Rival Schools 

95 deformed fighting fest. The con- features school girls and guys 

trots have been simplified and the who are fighting it out/ and has 
moves are all quite humorous. some of the funniest moves ever 


Shoo Lin *THQ* November A 
four-player fighter with a histori 
cal martial arts flavor. The 
graphics are great and it looks 
like several different styles of 
martial arts are represented. 


an ao 
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FREE FLAY 
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WCW/NWO Live*THQ*Q4 
Finally/ a four-player wrestling 
game for the PlayStation. THQ 
goes all out with the popular 
wrestling action it has built the 
company on—this time at 60 FPS! 


Street Fighter EX2* Capcom* ThrillKHl* Virgin* October A 

TBA '99 The sequel to one of strangely sick and twisted four- 

the best fighting games on the player fighting game. You must 

PlayStation is in the arcades now fight your way out of hell by 
and will be coming to the committing atrocities and bloody 

PlayStation in '99. fatalities—sounds like a winner! 
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Ehrgeix* Namco*TBA '99 This Kensei*Konami* October One 
fighter from the team that made of the better surprises of E3. 
Total features cool characters and Combining sharp graphics/ fast 
huge multi-leveled environments. and fluid animation, and tight 
You can also use objects like controls, fCensei has become a 

boxes to your advantage. fighting title to watch for. 
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Soul Colibur*Namco*TBA '99 

Several new characters and en- 
hanced System 12 graphics make 
this sequel to Soul Edge very 
noteworthy. Let's hope the con¬ 
version is as good as Tekken 3. 




Street Fighter Collection 2* 
Capcom * November This collec¬ 
tion features SF2, SF2: Champion 
Edition, and SF2: Hyper Fighter — 
the best of all time, on a system 
that can handle the conversion. 



WWF Warzone • Acclaim * July 
All of the big WWF wrestlers are 
represented in this 3-D title. It 
also features all of the over-the- 
top moves and grandstanding 
that make wrestling games fun. 


X"Men*Activision*Q1 '99 
Activision surprised us all by 
showing a very early version of a 
3-D X-Men fighting game. 
Activision tells us that the game 
will be very faithful to the comic. 
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Age Of Empires *Psygnosis*TBD Brigandine * Atlus *Q4 Another 
'99 A real-time strategy sim in hybrid strategy/RPG from Atlus. 
which you control the fate of an Features fully polygonal battle 
entire civilization. Take charge of scenes and proportionate charac- 
everything, from their technology ters (so you can understand the 
cal evolution to trade and war. sizes of the foes you face). 




Red Alerts Retaliation 
• Westwood* August The latest 
addition to the Command & 
Conquer series, with plenty of 
new weapons, missions, FMV, 
and multiplayer maps. 


Global Domination* 
Psygnosis*Q4 A fast-paced 
strategy game of world domina¬ 
tion that allows you to empty the 
world's arsenals in your bid for 
global power. 


Kartia • Atlus• August Another 
turn-based strategy RPG with full 
3-D environments from the 
masters that brought us Tactics 
Ogre, Expect a deep quest as 
well as plenty of combat. 



A The central hub at Sony's booth was a madhouse for the 
whole show, with everyone trying to scam party invites. 


A We spent a lot of time testing out Square's Brave Fencer 
Musashi. It was our most pleasant surprise of the show! 


A More Sony video wall stuff. Videos promoting the 
PlayStation's hottest new games ran all day long. 
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M aster Of Monsters: Disciples 
of G<tia*Atlu5*Q3 A hex-based 
strategy game based on the clas¬ 
sic 16-bit title of the same name. 
Up to four players can compete 
for utter supremacy. 


Populous 3*EA/BullFrog*Q4 
Play God with mankind and raise 
your worshippers to be the 
supreme tribe on the planet. New 
3-D graphics and plenty of great 
details. {PC screenshot). 


SoldnershiId*Koei*Ql '99 In 
the grand tradition of Koei's strat¬ 
egy series come Sotdnershitd . This 
time in complete 3-D, plenty of 
deep strategy is offered for fans 
of intelligent games. 


The Unholy Ufar* Crystal 
Dynamics* August A 3-D update 
to the gaming classic Archon. 
Maneuver your monsters on a 
3-D battlefield and then get 
personal for 3-D action combat. 


Warzone 21 00*Eidos*TBA 

Strategy game in the vein of 
Command & Conquer that fea¬ 
tures 3-D terrain and the ability 
to custom modify your vehicles. 
The graphics look gorgeous. 
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Formula 1 '98 • Psygnosls • 04 
This sequel has everything an FI 
fan will ever need: the official FI 
license; all of the teams, cars and 
drivers; and even a special four- 
player link-up mode. 


Int'l Rally Championship • 

THQ * September With nine cars 
60 tracks, realistic trackfphysics, 

s racing 


Moto Racer 2 * EA • Q3 Just as 
fast as the original with tracks 
that range all over the world. The 
most exciting addition is the track 
editor, which will let you make 
your own courses. 


MatoCross Madness • Psygnosis 
• TBA '99 This port of the 
Microsoft PC game faces a lot of 
competition from Moto Racer 2. 
Highly realistic physics round the 
title out nicely. {PC screenshot) 


Motorhead • Fox Interactive* 
04 A beautiful racing game set 
in a post-apocalyptic future. Think 
Ridge Racer meets the Road 
Warrior with lots of effects and 
you get a good idea of this game. 


and an arcade mode, this 
game looks to appeal to all ski 
levels. PC screenshot) 


Professional Sports Car 
Racing • Virgin • December 
Aiming to be a hard-core racing 
sim like Gran Turtsmo. With sev¬ 
eral real courses as well as accu 
rate models of 1998 dream cars 


Nascar '99*EA*Q3 Featuring 
TV-styfe color commentary, offi¬ 
cially sanctioned tracks from 
Nascar, and a slew of real drivers 
and ears, Nascar '99 could be the 
definitive game for Nascar fans. 


Psybadek • Psygnosis * Q4 A 

quirky 3-D action title with styl¬ 
ized graphics. Pilot a hoverboard 
through track-based and free- 
roaming environments, pulling 
tricks whenever possible. 


Rally Cross 2 • 989 Studios • 
October Looking hot with im¬ 
proved graphics and environ¬ 
ments that are far less restricting, 
Real suspension physics means it 
will play better, too. 


Rush Down*lnfogrames*Q4 

Rush Down features several dif¬ 
ferent kinds of extreme racing. 
Bikes, snowboards, and skate¬ 
boards are alt represented in this 
high-speed action fest. 


SCARS • Ubi Soft • Q3 SCARS is 
a futuristic racer that features 
quite a bit of fighting on the road 
The graphics in this title are spec¬ 
tacular and really enhance the 
game's futuristic feel. 


Test Drive 5 * Accolade • Q4 
Looks to be better than the last 
game in every way. Awesome 
graphics, two-player split-screen 
and more of those "insane" 
jumps make this one to watch. 


Team LOCI RC Racing • Fox 
Interactive * 03 RC car racing in 
a large variety of environments. 
The graphics are bright and var¬ 
ied, the control is tight, and it has 
dozens of secrets to uncover. 


Test Drive Off Road 2* 
Accolade *Q4 Using a similar 
engine to TD5, TDOR promises the 

action as 


TOCA Racing • 3DO * Q4 Race 
one of the most powerful touring 
cars through the complete Europe 
touring car circuit. Every track is 
accurately modeled based on 
actual track data. 


same intense off-roa 
the first, this time with even more 
emphasis on realistic physics. 


That just about does it for our E3 Game 
Guide. That's a lot of cool-looking new 
PlayStation games, huh? We've sure got a 
wild ride to look forward to in the months 
ahead. And of course, you'll get the low- 
down on all these games in PSM! FZT 


1 ;wi 


▲ If you could get a VIP pin from someone at Sony, then 
you could go upstairs and eat and drink free all day iongl 


a Although it didn't have an actual game to show. Acclaim 
didn't waste any time in promoting South Park. 
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BEFORE YOU LAY CLAIM TO HAVING THE BEST FIGHT 
YOU'B BETTER HAVE THE BEST FIGHTERS. WE OB 


© CAP COM CO., LTD, 1998 © GAPCOM USA. INC, 1998 ALL RIGHTS RESERVED. Pocket Fighter is a trademark of CAPCOM CO., LTD, CAPCOM ts a registered tfadefiia^pS^ifMvLTb'. 

Fighter's Edge is a registered trademark of GamePro magazine, the official magazine sponsor of CapconYs Fighters Edge promotion. Reproduction of the Fighter s Edge name/logo in whole or part without written permission by GamePro magazine is prohibited. All Rights Reserved 

PfaySlation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the interactive Digital Software Association. 
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every new PlayStation cheat and password, 
and you want 'em now. Don't worry, our 


ii O Li F 

* 



complete monthly source for 

1 mmm 

Bsr and coolest playstation c 



hea 


sources are the best. Stay connected with 
PSM and your supply will never go dry. 




Play As Akuma 

A Capcom game just wouldn't be complete these 
days without the inclusion of a hidden Akuma. To 
access him, go to the Character Select screen and 
place your cursor on Ryu. Now press ♦ to find Akuma. 



Akuma is one of Capcom's coolest character and his 
inclusion makes Pocket Fighter a truly complete game. 



Play As Dan 

Dan, the butt of many a Capcom inside joke, is also 
included. As usual, he has a group of fairly lame 
making him a challenge to use. To play as 


moves 

Dan, enter the Character Select screen, highlight Ken 
and press *. 


Even with a big head and a short body, Dan's fireballs 
still go nowhere. 


X-Men Vs. Street Fighter 

Play as Apocalypse 

This must be the biggest character ever to appear in a 
Capcom fighter. Apocalypse doesn't even fit in the 
screen—his fist is as big as most of the other charac¬ 
ters! To play as him in versus mode, first beat the 
game with the difficulty set to the hardest level. Next, 
enter the two-player versus mode, move the cursor to 
the top row, and press * to highlight Akuma. Finally, 
press and hold SELECT for at least five seconds, then 
press any punch button. 




go to the versus character select screen 

hold SELECT for at 
button. 


Now 


Apocalypse Moves 



< Possibly the most 
powerful and dreaded 
bad guy in the entire 
Marvel universe is now 
playable. He is difficult 
to use, but a few 
extremely devastating 
moves make up for his 
unwiekfiness. 


You won't be able to select a teammate when you 
use Apocalypse, and all his moves are specials—sim¬ 
ple button presses have no effect. He is also very 
slow, but his attacks carl be extremely powerful. One 
of them reaches up to fifty hits! The mechanics for 
using Apocalypse are fairly unique, so we thought we 
should include a moves list to help you master this 
devastating character. 


Remote Laser: This satellite-like device requires no 
button inputs to activate it, as it is automatically on 
screen. It will fire upon your enemies randomly when 
they are in range. 

Drill Attack (up to 50 hits): ♦, *, * + Fierce Punch 

Missiles: +,*, + + Medium Kick 

Charge: All three punch buttons 

Short Fist Blast: ■>, * + Low Punch 

Large Fist Blast: ■>, +, * + Medium Punch 

Split Bombs: ♦, * + Medium Kick 



This guy's massive size makes him move very 
slowly, although the charge move can help him get 
across the screen faster. 


Tekken3 

Record Your Combos 

Steve recently discovered an extremely useful but pre¬ 
viously unknown code for Tekken 3 . It allows you to 
record your combos and then replay them in Practice 
Mode. First, select the Practice Mode and pick a char¬ 
acter. Then go to the Freestyle screen and press Lt + 
L2 + R1 + R2 + C. You'll know you input the code cor¬ 
rectly if you see the following text on the bottom of 
the screen: PLAY (SEL) REC (DOWN + SEL). To record 
your combo, simply hit * + SELECT To stop record¬ 
ing, simply hit SELECT To play back your combo hit 
SELECT again. 





A This window will appear when you first enter Practice 
mode. Highlight and choose IP FREESTYLE. 



•■SIMM 




You will be taken to the one-player Freestyle screen 
where you input the code. 






Mi 
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Level Passwords 

Stuck on a particular level? Want to see some of the 
game's other levels? Use the following level pass¬ 
words to play any of them. Select the Password option 
at the main menu to enter the Password screen, then 
input any of the following passwords. 


- From the Main Menu 
choose the Password option. 


© c 

G G G C 



< Enter the password on the 
password screen using the 
r action buttons. 



■4 When you 
enter a 
password 
successfully, 
you will be 
brought to 
the intro 
screen for 
the level you 
selected. 


Level 2: X, C, □ 
Level 3: C, O, , 
Level 4: □, , C, 

Level 5: O, A, □, 
Level 6: □, A, □, 
Level 7: □, A, A, 
Level 8: X, , □, 


X, A, 
X, X, 


, X 


A 




>, □ 


f i 


x. 

X, □, X, 

X, □, A, A 
, O, □, X 



Thunder Truck Rally 

Increased Traction 

Every now and then a new code for an old game will sur¬ 
face for no apparent reason. The traction code for 
Thunder Track Rally is a great example: back in the third 
issue (November 1997), we listed all the codes known at 
the time and heard nothing about any others...until now. 

The traction code gives your trucks better traction, 
which allows you to power up even the steepest of 
slopes without a reduction in speed. At the main menu, 
press «\ LI, R2, R1, ♦, R2 ( R2, R2. You will hear a burp 
when the code has been entered correctly. 


A Thunder Truck Rally is way over a year old and was 
never that good to begin with, but this newly discov¬ 
ered traction code can really make a difference in the 
game's playability. 


A UlUUUi,*P 5 fYl0NL1NC.com AAAAAAAAAAAAAAAAAAAAAAAAAA 




A Enter the traction code correctly on the Main Menu and 
you will here a burp sound. 


Once you select a character you'll be taken to the Court 
Selection Screen, where you'll find the previously hidden 
canyon court. 


Hidden Characters and the Hidden Court 

Tennis Arena is the best tennis on the PlayStation, 
although that isn't as glorious as it sounds—there just 
isn't too much competition in the tennis department. 
This code allows you to play as Kochev and McKenzie, 
the two hidden players. It will also open the canyon 
court, which isn't normally available in the Smash 
Tennis Mode. At the "Smart Dog" logo, quickly press 
♦, +, «\ ♦, START. You will hear a guy cheer if you 
entered it correctly. 




r S 


BBBmm 

Once entered, you will find that you can select the char 
acters that were previously blacked out. McKenzie looks 
like some kind of Russian wrestler. 


4 Enter the 
code quickly 
when this 
screen 
appears 





eed help on a game? Then call the people who 
made it. For your convenience, we've gathered 
the following list of tip lines for PlayStation game pub¬ 
lishers. Most of the numbers are 900 toll calls, so be 
warned—they will cost you. If you are under 18, you 
should get permission from whoever pays the phone 
bill before calling. Also, we don't maintain any of these 
lines (other than our own), so we aren't responsible 
for the information available on them. 




phark it out—PSM's new tip line is the only place you 

canaccessttieCode MW Bible "!»««£»£ 
mite for every PlayStation game created! If its not nere, 

it rlnpsn't exist 1 PSM’s tip line also has the most complete 
updated every month! a ^ 


Call 1-900- 


If vou're under 18 years of age, please get your parents; 
Demission beforecalling. Calls are $1.49 per minute. 

Acclaim.(516) 759-7800 

Accolade.(900) 454-HINT 

Activision.(900) 680-HINT 

American Technos.(408) 453-9828 

ASC Games.(203) 655-0032 

Acrii (900) 288-2724 

Atlus Software..(714) 852-2351 

Sandai......(310) 926-0947 

BMG.(415) 3300600 

Capcom..(900) 680-2583 

Crystal Dynamics.(900) 7374767 

Data East.(900) 454-5435 

Eidos.(900) 7734367 

Electronic Arts.(900) 2884468 

Fox Interactive.(900) 225-5436 

GT Interactive.(970) 522-1797 

Hot-B.(415) 568-9501 

Interplay...(714) 553-6655 

Jaleco.(847)215-1811 

KOEI.(415) 348-0500 

Kokopeli.(900) 370-HINT 

Kona mi.(900) 8964468 

Lucas Arts..(900) 740-JEDI 

Microprose.(900) 773-HINT 

Midway/Williams.(903) 874-5092 

Mindscape.(900) 737-4468 

ai<9G6i®tisiii 
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Playmates.(714) 428-2112 

Psygnosis.(900) 9764468 

Ready Soft.(905) 4754801 

SCEA.(900) 933-7669 

Sierra.(900) 370-5583 

Spectrum Holobyte.(800J695-GAME 

Strategic Simulations.(408) 737-6800 

Technos.(408) 453-9828 

Tecmo.(310) 787-2900 

f .................................................. (900) o f 0 h IN1 

Time Warner.(408) 473-9495 

Trimark.(310) 392-3243 




Ubi Soft .(800) UBi-SOFT 

US Gold .(900) 288-GAME 

Viacom .(303)7394019 

Virgin .(900) 2884744 


VR Sports .(714) 955-9592 
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You must have a Game Shark peripheral to use 
these codes (duhl). 


COL. VOL. 2 

Infinite Lives (Millipede). 

Infinite Papers (Paperboy). 

Infinite Lives (Paperboy). 

Infinite Lives (Crystal Castles). 

Infinite Time (Marble Madness). 

Infinite Fuel (RoadBlaster). 

Infinite Special Weapon 

Ammo (RoadBlaster). 

Infinite Armor (RoadBlaster). 

Have Extra Weapons 
(RoadBlaster). 


8016782a0203 
801e2540000a 
801e23880002 
80170f8a0002 
80133c7c0063 
8014fa1 OOOdb 

8014f47c0019 

8014f4c40041 

8014f594000f 


BLASTO 

Full Power Blast-O-Matic.. 


d000e22a00ff 

800cd4340002 


Quick Level Gain Rei..d0144c020000 

80144c0200f0 

Quick Level Gain Ryu.dOI 449720000 

8014497200f0 

Quick Level Gain Teepo.d0144b5e0000 

80144b5e00f0 

Quick Level Gain Nina.d0144a160000 

80144a1600f0 

Quick Level Gain Momo.d0144ca60000 

0144ca600f0 

Quick Level Gain Peco.....d0144d4a0000 

80144d4a00f0 

Quick Level Gain Garr.d0144aba0000 

80144aba00f0 


DEAD 

Extra Voices 


80092f900001 
80092f920001 
80092f940001 
80092f960001 
80092f980001 
80092f9a0001 
80092f9c0001 
80092f9e0001 
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Red Key.800c6cf4018e 

Gold Key.800c6cec018e 

Infinite Gold...801 afefaffl b 


A 


J5iAJ 


Quick Level Gain (Warrior).d00047ac0000 

800d937a 5fff 

Quick Level Gain (Rogue)....d00047ac0000 

800d937a4fff 


FORSAKEN 

Infinite Shields 
Infinite Hull..... 
Infinite Pulsar.. 
Infinite Mug.... 


,80086284 1000 
,80086286 1000 
,8008628c8000 
,800862d60507 


Brea 


URISMO 

Arcade Mode 

Start on Second Lap 


Simulation Mode 

Press START+SELECT for Cash 


START+S ELECT for B License 


START+SELECT for A License 


START+SELECT for 
International License.. 


Silver Key.800c6cf0018e 


,d00b68b00000 

.800b68b00002 

.d009aace0009 

8009b86600ff 

,d009aace0009 

8009e3b40303 

d009aace0009 

8009e3b60303 

d009aace0009 

8009e3b80303 

d009aace0009 

8009e3ba0303 

,d009aace0009 

8009e3bc0303 

d009aace0009 

8009e3be0303 

d009aace0009 

8009e3c00303 

d009aace0009 

8009e3c20303 

d009aace0009 

8009e3c40303 

d009aace0009 

8009e3c60303 

d009aace0009 

8009e3c80303 

d009aace0009 

8009e3ca0303 


■ . 
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HOT SHOTS GOLF 

Quick Level Up. 


,80101 f44ffff 


Press L2 for Two Outs.dOObl 9000001 

800cd7080002 

Press R2 for Zero Outs.dOObl 9000002 

800cd7080000 

Press LI for Two Strikes.dOObl9000004 

800cd70a0002 

Press R1 for Zero Strikes.dOObl 9000008 

800cd70a0000 

POINT BLANK 

Infinite Lives PI in Arcade Mode.800b732c0005 

Always Infinite Bullets 

PI in Arcade Mode.....800ad1a87fff 

Quick Level Gain in 

Quest Mode PI.800b76a8ffff 


,301394310064 


,301394320064 


301394330064 


Infinite Goth...800b61 cOffff 

Level up in Battle for 

Characters Position 1 (Hero).301239a30064 

Level up in Battle for 
j Character irr Position 
Level up in Battle for 
Character in Position 
Level up in Battie for 
Character in Position 
Level up in Battle for 

Character in Position 5...301394340064 

Level up in Battle for 
character in Position 
Level up in Battle for 
Character in Position 
Level up in Battie for 
Character in Position 
Level up in Battle for 
Character in Position 
Level up in Battle for 
Character in Position 


6 


7 


8 . 


,301394350064 


,301394360064 


,301394370064 


.301394380064 


10 


,301394390064 


Infinite Cash ....800c4aa4ffff 



■I Those wacky big heads 
always make us giggle. 




Voodoo Mode iJ’HpQ+flT:: '.; ;: 

This mode is both funny and fun to 
use. It will make the players' heads || 
shrink each time they hit someone ITT 
and enlarge each time they are hit. 

The heads will inflate to insane 
sizes and shrink down again sever- 
al times each match. This could be l\ , 

a great future replacement for the L||l|||||iwP 
health bar...then again, maybe not. +sajawaM MII |jp^ 
Go to the player select screen 
and press LI, LI, LI, LI, LI, LI, LI, L2 + SELECT You 
will hear a sound when entered correctly. Now start a 
match and check out the results. 


lowing ring select code 
will take you there. At 
the main menu, press R1, R2, R1, R2, SELECT Every 
time you enter the code or press SELECT at the Main 
Menu, the ring will change. You can check which ring 
you are about to enter by going into the Options Menu. 




A This code is pure wackiness. For any easy win, 
throw your opponents outside the ring and make them 
do the dance over and over until they run out of time 
and are disqualified. 


Mi 1 
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I have a question about the future of 
PSM. When the PlayStation 2 comes 
out, you will be doing a mag for it, won't 
you? Like "PSM2," or something? PSM 
is the best magazine ever and it would 
be crappy for it to just end when the 
PlayStation eventually goes away. 


Alex Heckman 
disturbo747@hotmail.com 


<i The PlayStation is still healthy and so 
are we, Alex. But when the PS2 does 
arrive, we'll just add a "2", or something. 



ftil 

iVl 


will still be here to cover it. 


Hey, we're having way too much fun 
to ever think about quitting! 


1 have one question for you and I'm sure 
that you guys can help me. I'm a hard¬ 
core Star Trek fan, and with all the 
recent computer games coming to the 
PlayStation, I've been wondering about 
Star Trek . I have heard Interplay plans to 
release Star Trek: Starfleet Academy. 
Are there plans to bring any more Star 
Trek games to the PS? If so, when? 


► CHRIS: First off, V m always quick 
to remind people that the Play¬ 
Station is nowhere near 'going 
away"—-it's still one of the most suc¬ 
cessful videogame consoles ever! 
But when the day does come that 
Sony switches over to its next 
machine, you can rest assured that 


Matthew Bryson 
Nashville, TN 

► NOAH: Sorry Matthew, but Inter¬ 
play's Star Trek: Starfleet Academy 
was canned for the PlayStation. 
However, you still might get a chance 
to pilot a Bird of Prey on your Play- 



A Marvel Vs. 
Capcom is a great 
game Brooks, but 
not for PlayStation 


Station—that is, if Interplay follows 
through with its plans to bring 
KHngon Academy to the PlayStation 
at the end of the year, or at the start 
of '99. ft's the same kind of game as 
Starfleet Academy, but it s based on 
the Klingon universe. 

My first question really isn't about 
games—I just want to know if the let¬ 
ters printed in your mag are real. 1 have 
written to various magazines quite a 
few times, and I have even written to 
you guys once or twice, and I never get 
my letters printed. All of that hard 
typing work for nothing! It's 
rather frustrating. ^.yy\ 

Well, now some real 
game talk. I am excited by 
many of the games set to 
release this year, especially 
Metal Gear Solid, Soul 
Reaver, Colony Wars: Ven¬ 
geance, and Tenchu. But one 
release I continue to look for is 
Marvel vs. Capcom. I have 
played this game in the 
arcade, and it just kicks 
the snot out of any other 
fighting game I have 
ever seen. Most 3-D 
fighters tend to get 
repetitive and bor¬ 
ing (with respect to 
DOA and Tekken 


we 


just wondering if this game might be 
released on the good old PlayStation. 

One last thing: I hope Tomb Raider 
III will be better than its predecessors 
with regards to control and enemy diffi¬ 
culty. While playing TR2, I often found 
that enemies, especially humans with 
guns, were just too hard. I found myself 
running around the room blasting a bad 
guy and doing no obvious damage, 
while the baddie took off nearly half of 
my life with a couple of hits. I think you 
know what I mean about the control 
(trying to line up with a ledge to jump up 
to, turning into narrow hallways while 
running, and so on). Thanks for your 
time, and by the way, I'd like 
an explanation to Eugene's 
mouse problems, please. 

J. Brooks Robinson 
bieshnut@juno.com 

Not to worry. 
Brooks, all our fetters are 
100% real. The reason that 
readers might not get their 
etters printed is because 
simply don't have 
the space to run them 
all. Keep in mind that 
we receive hundreds 
of letters each week, 
not to mention the 
other hundreds of e-mails 


3), and that’s why I usually stick with 
Capcom fighters. I have been waiting 
for some time to get all of the X-Men, 
Marvel Super Heroes, and Street 
Fighter characters into one rock 'em 
sock 'em game. Marvel vs. Capcom 
delivers it all, and then some. So i was 


we get each day. We read through as 
many of them as we can and then 
choose the letters that contain ques¬ 
tions we have yet to answer. 

If readers really want to get a 
letter or e-mail printed, the only sug- 

(Continued on pg. 94) 
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Each month, we put the controller down for a moment to focus on a different aspect of PlayStation gaming, We 
invite debate, so please drop us your opinion on this month's topic at PSM PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@imaginemedia.com (just be sure to put "Pause 11 as the 
subject heading). We will run the best of your responses here in this section. 



This Month's Topic: 

PS Gamers Aren't Dumb 

et's face it, console gamers just aren't that 
bright. They can only han- , 
die simple, straightforward action 
games. If a game tries to get 'em to 
actually think, plan strategies, or 
solve complex puzzles, then it will 
never sell. Those games are for the 
real gamers, the PC gamers. 

Console systems are really just 
toys. Kids' stuff. So for that crowd, 
you've gotta keep the games good 
and dumb. 

Are you mad yet? You ought to be. That's exactly 
what some software publishers think of us console 
gamers. Don't they know that the majority of Play¬ 
Station owners are in their twenties? And besides 
that, just because a gamer is young, that doesn't 
mean he or she can't handle something other than a 
shooter. Still, month after month we're amazed at the 
number of game publishers that come into our office 
and talk about how they're dumbing down their 
games for the PlayStation. 

Fighting games, action games, and shooters obvi¬ 
ously do well on PlayStation. They easily make up the 
bulk of all games available. But is that because they 
are the only games that console owners want, or 
because those are the only games the publishers are 
putting out there? At one time, games like Resident 
Evil and Tomb Raider might have been thought of as 
too "complex" for console gamers. But players react¬ 
ed to something new and different. When publish 
ers put out just another standard, blah action title, 
why should we take notice? 

We aren't dumb. Just because we play our 
games on a dedicated games machine and not on a 
"more legitimate" piece of equipment like a PC, that 


"-EVERY Tim-E fl rue- 

USHER TELLS ME 
THEY^RE 5TR1RR1NG 
THEIR -PC STRATEGY 
TITLE DOWN TO A SI MALE 
ACTION GAME FOR 
Ft -AYSTAT! ON I 1 JUST 
SHARE MY HEAD.™ 


doesn't mean we aren't interested in newer, more 
complex styles of games. Every time a games pub¬ 
lisher comes into our offices and tells me that they're 
stripping their PC strategy title down to a simple 
action game for the PlayStation, I just shake my head. 

_ We're not dumber than the PC 

crowd. The PlayStation isn't just 
a kid's toy. So why do some peo¬ 
ple believe this nonsense? 

Well, now it's time for you to 
voice your opinion on the sub¬ 
ject. You can agree or disagree 
with what I said, just give me 
your own personal view. As 
_ always, I'll take your most inter¬ 
esting responses and print them 
in this space (just please try to be brief!). 



Contrary 
to what 
some peopie 
believe, 
Play5tation 
gamers just 
aren't dumb. 
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ere are your responses to our Pause Topic for Issue 
.. It's tough trimming down the tremen¬ 
dous amount of letters to the few that follow, so we 
pick the ones that take a slightly different angle to the 
ect. Now let's see what some of you had to say... 


ass 





Sequels have to be even better thought-out than the 
original. They have to be different and yet the same. 
All the Super Mario games did this through changing 
the scenes and using better technology, while at the 
same time keeping what made the series a hit. They 
used the same characters and the same basic 
olot with different twists. Another series 
thought was good was the two Jet 
Moto games. The first one 
was pretty good, and the 
second one was even 
better because they 


used newer technology and made it more challeng¬ 
ing. I also think that a sequel should refer back to the 
first game. This isn't done very much, but it would 
make the game more interesting if you brought back 
people and plotlines from the last game. 

(no name given) 

Yankee0307@aoi.com 
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would like to vent for a minute about Destruction 
Derby II. While most people seemed to love the 
game, I felt that Psygnosis left the true roots of the 
first game. While revamping the engine and graphics, 
the feel of the original was left out. Sure the game 
looked better, but what made me fall in love with the 
original was gone. And Psygnosis did the unthink¬ 
able—they removed the Link Cable support. 
The best feature of the original game was 
to link up with a buddy and spend count¬ 
less hours destroying each 
other. I made the mistake of 
trading the original game in on 


version number two (there was no need to keep one 
with this amazing new version, right? Wrong!}. Moral 
of the story: don't trade away a classic in hopes of get¬ 
ting the next "great thing." 

Darrin R. Buchanan 
dbtrs@aol.com 


think a good game sequel should always have every¬ 
thing the first game had, plus a bag of chips. As a 
game system gets older, developers learn new ways 
to use the technology. Therefore, everything about 
the game should be better. Need For Speed 3 should 
have been NFS2 . Speed 2 sucked, Speed 3 was 
great. Tomb Raider 2 is a good sequel, but it wasn't 
better in every aspect of the game. The same goes 
for Resident Evil 2. A sequel should basically be the 
same game, but better. Improved graphics, sound, 
control, and different environments are essential 
ingredients to a great sequel. 

Paul Salmento 

paulsalmento@sprintmail.com 

To make a good sequel you have to follow the same 
storyline and make it twice as good as the first game. 
You must also remember to never go overboard like 
they did with the Mortal Kombat series—there are 
just way to many of them. They did a great job with 
Resident Evil 2, but they might stretch it out too far by 
making a movie and RE3, RE4 and so on. Tomb Raider 
was pretty good, but TR2 is like playing the exact 
same game only with different levels. 

Natasha 
Las Vegas, NV 

I'll keep this short. Resident Evil 2 was a great 
example of a good sequel because it was different 
from the original, but aspects of the game remained 
the same. It was still the same zombie-killin' good 
time but with better graphics, camera angles and con¬ 
trols. The story also tied in well with the original. As 
for fighting games, you have to keep the idea original. 
For example, Battle Arena Toshinden was a great 
game when it was first released, but by the time 
BAT3 came around, people got bored with the idea. 

Ruth Birman 

ruth birman@hotmail.com 


CHRIS: Once again, the PSM readers have 
spoken! I think everyone is pretty much in 
agreement about what it takes for a sequei to 
be successful You guys brought up one impor¬ 
tant aspect of making a sequei that i didn't 
mention, that you like to see a continuation of 
the story and characters from one game to the 
next. This is especially crucial to RPG fans, who 
put in countless hours with their characters and 
hope to someday see them again. Let's hope 
that game developers continue to think and re¬ 
think their approach to making good ._^ 

sequels in the future. |_F 


A A A A A A A A 




August 13BB * 































now featuring 


only read the previews and reviews in most of the other mags 
out there, but with PSM I tend to read everything. I especially 
love the different features you do every month. The videogame 
toys and the PlayStation party features were both unique and 
especially fun to read. One of your best features, in my opin¬ 
ion, was the latest one that dealt with the terms used in your 
reviews. I think it was called "PlayStation 101/’ The feature did 
wonders in helping me understand all the crazy terms that are 
used nowadays and how the PlayStation actually works, 
thank you for this. Keep up the great work! 


tion 101" feature that taught me a lot about the PlayStation 
hardware. I just hope you continue to write other useful fea¬ 
tures each month. 


John Martes 
Austin, TX 


Calvin Kelworth 
New York City, NY 


First off I would like to say that I love your magazine! With all 
the other mags I just look at the pics and a few cheats and 
stuff. But with your mag I actually read the articles. I thought 
that the article on how the PlayStation works was 


▼ The PlayStation gaming world has a ,, „ . . , , , ... . , 

wealth of material to cover, folks, and very cooil I m 16 and someday I would like to be a 

that's why we bring you the features. graphic engineer. 


I know a lot of people write to compliment 
you on the reviews or the previews that 
you do, so I thought I would compliment 
you on something a little bit different: the 
features. Since most gaming magazines 
have pretty much the same coverage of 
games, I tend to see if magazines have 
good features and interviews. In both 
cases, PSM excels. The addition of the 
G&A section is great and will inter¬ 
est a lot of readers. My favorite 
section, however, is the monthly 
feature—especially the "PiaySta- 



Jamin Moses 
jmoses9@hotmail.com 


BLAKE: Thanks a 
lot, guys! Each month 
we put a lot of hard work 
into the feature to make 
sure it's something cool and 
interesting. We really want to offer more than just 
what games are coming and whether they are 
any good. Stay tuned though, because we've 
got a whole bunch of coo! ideas on the way. 
You haven't seen anything yet! 
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(Continued from pg . 92) 

gestion l can give is to keep trying. I 
know it can get frustrating—the 
same thing used to happen to me 
before I got into the videogame 
industry. I used to write to magazines 
and comics ail the time but 1 never 
got printed. I guess the secret is com¬ 
ing up with a really interesting ques¬ 
tion or comment. 

I hope, with ail my heart, that 
Capcom never releases Marvel Vs. 
Capcom for the PlayStation, it would 
probably end up being one of the 
worst arcade conversions of all time. 
Did you see X-Men V$. Street 
Fighter? If the PlayStation can't even 
handle that simple tag-team game, 
how could it handle one that has 
even more support characters? Plus, 
the extremely flashy looking special 
moves in Marvel Vs. Capcom would 
tax the PlayStation's CPU so much 
that you would see a staggering 
amount of slowdown. Even though I 
am one of the biggest Capcom fans 
ever, I still would prefer the company 
to wait and port the game to a con¬ 
sole that could handle an accurate 
arcade version. 

As for Tomb Raider Hi you can 
expect more of the same things that 
were present in the second game. 
The environments do look a little bit 
cleaner and Lara has a couple of new 
moves, but that is about it. You can 
also choose the order of the missions 
you want to take. I don't know too 
much about the enemy intelligence 
right now, but tike you, I hope Core 
does a better job of balancing the dif¬ 
ficulty this time around. 

► EUGENE: So, Mr. J. Brooks Rob¬ 
inson, you want an explanation about 
my "mouse problem," huh? Well, 
maybe some things can't be ex¬ 
plained. Have you ever thought about 
that? Maybe there is no explanation 
at all. Sorry, I must seem a little testy. 
I have a lot of issues. Perhaps my 
"mouse problem" can be fully ex¬ 
plained in my upcoming biography: 


Of Mice and Me. Look for it at your 
local bookstore. 

What's up, PSM? Congratulations on 
your magazine. I have a few questions I 
would like answered. Arigato! 

1. I heard from a friend that the Play¬ 
Station was originally a project started by 
both Sony and Nintendo, but later 
Nintendo discontinued it due to some 
unknown reason, fs it true? 

2. Why hasn't there been a PSM Lid 
Sticker with your character Banzai Chibi- 
Chan on it? 

3.1 heard there was a certain version of 
Final Fantasy VII where you can bring 
Aeris back after Sephiroth kills her, and 
that there was a FMV showing her res¬ 
urrection. Is this true? 

4. Does Namco have any plans to make 


a CG-based movie on its blockbuster 
series Tekken? 

5. When will we see a game based on 
Jackie Chan? If we ever get one it better 
not be disappointing! 

6 . Since Capcom translated a not-so- 
stellar version of X-Men VS. Street 
Fighter does Capcom still plan on releas- 



A All you JC fans can check out our Jackie 
Chan Stuntmaster preview in this issue! 


ing a version of Marvel Super Heroes vs. 
Street Fighter or even Marvel vs. 
Capcom for the PlayStation? 

(no name or address provided) 

► STEVE: Hey Mr. Mystery Man. 
Glad to see that you are reading the 
mag. Let's see if I can answer some of 
your questions: 

1. Yes, it is true. Back in the Super 
NES days, Sony and The Big "N" 
started talking about developing a 
CD-ROM add-on for the system. 
Unfortunately, the talks fell apart and 
Sony was left with useless prototype 
models of the proposed peripheral. 
Needless to say, Sony was pretty 
peeved, but decided to continue the 
project as a stand-alone system. And 
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thus, the PlayStation was born. S won¬ 
der rf the PlayStation would have 
become the dominant force if the 
Super NES project had actually gone 
through? 1 guess we'll never know. 

2. Good news! In the coming months 
you can expect to see Banzai Chibi- 
Chan merchandise such as lid stickers 
and t-shirts, plus all sorts of other cool 
PSM goodies. Stay tuned! 

3 . To my knowledge, no such version 
of the game exists. The rumors of the 
resurrection of Aeris have been 
around since Final Fantasy VII was 
first released in Japan. It is true that 
you can play as Aeris in the second 
and third discs if you use a special 
Game Shark code, but that is about 
it—she won't reappear In the F 1 VIV. 
Just be warned that the game some¬ 
times glitches when you use the code. 
Aeris was a great character, but peo- 
pie should just let her rest in peace. 

4 . Mamco is indeed working on a CG 
film, but we are unsure if it is going to 
be based on the Tekken games. 
Regardless, you can expect the movie 
to rock, and considering how good 
Namco's CG team is, the animation is 
simply going to look beautiful. 

5 . Surprise, surprise! Midway an¬ 
nounced a Jackie Chan game at E 3 . 
Developed by Radical Studios, the 
game is called Jackie Chan's Stunt - 
master and will take place on the set 
of Jackie's latest film. Check out our 
preview in this issue. 

8. Capcom has not announced any 
plans for a conversion of the other 
two tag-team arcade games. As stat¬ 
ed in an earlier letter, 1 hope that 
Capcom does not try to port over any 
more games that the PlayStation can¬ 
not decently handle. This includes 
Marvel vs. Capcom, Marvel Super¬ 
heroes vs. Street Fighter, and Street 
Fighter III Capcom should just stick to 
bringing over its polygonal fighting 
games, which end up looking quite 
good on the PlayStation, Titles such 
as Street Fighter EX 2 and Plasma 
Sword could easily be ported over 
and would play quite well. 





1 . Is there any Chibi-Chan merchandise? 

2. In Ascii's RPG maker, can you make 
your own characters? 

3 . Does the Japanese converter chip 
translate games to English? 

4 . Will the PDA have any games for it? 

5 . When will Final Fantasy VIII come out 
in the U.S.? 


ChibiChan 7 

ChibiChan 7 @aol.com 


► BILL: Thanks for the sug¬ 
gestion! We will take the Chibi 
Comic under advisement. 


1. We re actually working on some 
Banzai Chibi-Chan merchandise right 
now, as well as developing other PSM 
goods. We should have some stuff for 
you in the coming months! 

2. You can create your own characters 
in ASCII's RPG Maker, just as you can 
in Fighter Maker. 

3 . The converter chip only lifts territo¬ 
rial lockouts; it does not translate text 
or interpret spoken Japanese. 

4 . The PDA will eventually have 
games for it, but no titles have been 
announced yet. 

5 . Final Fantasy VIII will be released by 
Fall '99 at the latest. Mata ne! 


Bom 


NOAH: Your rendition of 
Parappa is so dope we had to give 
ff its own boxouti You have defi¬ 
nitely brought out the cuddly dog's 
hard" side. 

Etch One mentioned two of the 
aspects of Hip Hop culture, MCing and B- 
(breakdancing). The other two aspects are DJing 
and graphart (graffiti), if you didn't know. 1 have definitely 
heard of the Rocksteady crew. As a matter of fact, they will be 
performing with the Jungle Brothers at a show soon here in San 
Francisco. Also, Furious Doze, one of the original graffiti artists of the 
Rocksteady crew, shows off his current art at a local Hip Hop dub called The 
Mist, where IDJ. This is the same club where we set up videogames. On occa¬ 
sion, we've plugged in Parappa and had DJs scratch over it. 

By the way, our company doesn't just make gaming magazines. If you want 
to check out broadcast Hip-Hop music online, go to www.imagineradio.com 
and download the free Imagine Radio tuner. Then check out Zebra Radio (one 
of the 20-plus stations available)—the premier online station for quality under¬ 
ground Hip-Hop. 

If anyone else out there has some graphart skills, we'd love to see your 
favorite videogame characters drawn with an urban edge. Send videogame 
graphart to the address on the Fan Art page. 


I have some questions and sugges¬ 
tions. I am a big Banzai Chibi-Chan fan, 
so I think you should put a comic in 
every issue of PSM featuring Chibi- 
Chan and a cool new PlayStation char¬ 
acter. It would be awesome. I also have 
some questions: 


A The miniscule PDA will have its own 
games at some point, but no specific titles 
have been announced yet. 


Here is a little something I did on Parappa the Rapper, 
chose to draw him because he's representing one 
the four aspects of Hip Hop culture, which 
MCing, or rapping. I, on the other hand, b-boy 
or breakdance, one of the four aspects as 
well. Parappa is a dope character, and 
that boy and his buddies can dance! 

Being that I'm a b-boy from the 
worldwide " Rocksteady 
Crew,''—and anyone who's 
down with Hip Hop should know 
who we are—f know Parappa and h 
friends are doing a famous "Brook-1 
Rock” routine created by the New 
York, or should I say "original," chapter 
of "Rocksteady." Anyway, I hope you 
guys decide to use my drawing, but 
if not you'll be getting more any¬ 
way! Peace. 


This might not be 
exactly what the 
developers have in 
mind for Parappa 
but it's 

definitely hot. 


Andy "Etch One” Madolora 
Wahiawa, HI 
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This fun pick of Yuffie 
is by . Don't miss his 
other works at his web 
page, http://6isu.sim- 
pienet.com/. Cool stuff! 


Another drawing by 

Robert DeJesus, colored 
by Ebu! What an awe¬ 
some collaboration! 
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Welcome to the Fan Art section! Each month we take a look at the coolest PlayStation fan art from 
the hottest new talents around. If you've done an illustration that yoUTd like to see printed here, then 
by all means send us a copy! (Well take originals too, but we won't be able to return them). Address 

it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. Even 
better, If you happen to have the art in a high-resolution digital format, e-mail it to us at 
psm@imaginemedia.com, and label the subject heading "Fan Art." Now get busy making that art! 

Brer Den slew's Morrigan is a sight to behold! 


i John Kim impressed us so much with his fan art 
over the past few months, we had him draw this 
issue's cover! Check out his other works at 

httpj//playhouse,anime-manga.i\et/main.html. 

< What a cool pic of Cloud fighting Sephiroth! 
Thanks to Long Vo for sending in his work. 


He just keeps getting better! See more of 

DeJesus at www.niniadeofh.com/akandy^b 


l just wanted to let the PSM staff and 
all your readers know about the top 
quality products Sony is producing for 
the PlayStation. 

On a Friday night, I was ready for a 
little Parasite Eve. i threw my clothes 
into the washer and then began playing. 
After a while I wanted to save my game 
but I couldn't find my memory card. 
Then I remembered, as I raced to the 
washer (which had just finished the 
whole wash cycle), that I had left the 
card in one of my uniform shirt pockets. 
Almost in tears, i placed the card in the 
window for a half hour and let it dry. 
Then I doubtfully placed it in my Play¬ 


Station, and to my surprise, every last 
block of memory was still there and 
working fine. 

I love you Sony. Even after a whole 
wash of water, soap and bleach, the 
card still worked. 

Antonio Sommorio 
Chicago, IL 

► CHRIS: Antonio my friend, you 
are one lucky son of a gun. Just 
remember to check before washing 
your PlayStation carrying case. 

I have a few questions for you guys: 


1. Why does it sometimes take so long 
for game magazines to get reviews out? 
I thought you guys got games months 
earlier than everyone else. 

2 . Do you have to beat a game before 
you review it? 

3. I rent a lot of games and have been 
waiting quite a while to see you guys 
slam San Francisco Rush. The Play¬ 
Station version of the game lacked the 
fun that was present in the N64 version. 
How come you didn't mention that the 
N64 version existed and was better? 
Are you not allowed to mention other 
console systems? 

4. What happened to the Flashback sec¬ 


tion? I was waiting for you to cover 
Tecmo's Deception but you never did. 
How come? 

John Bedinghaus Jr. 

Mason, OH 

► STEVE: Thanks for writing in, 
John. Now for your questions: 

1 . Sometimes, because of the game 
developer's schedule, magazines 
do not get reviewable games until 
they are ready to ship to retailers. 
So, because of the time it takes to 
print a magazine, the issue might 
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Blasto 

GET THE 40 BABES! 
Archie Obmasca 
Jacksonville, FL 


Diablo 

BEAT THE GAME 
Tim LaBau 
ington, NC 


Hotshots Golf 

GET ALL OF THE CHARACTERS 
Gary Edwards 
Londonviile, NY 


Tekken 3 

FORCE MODE 
TJ Bill 

Ft. Atkinson, Wl 
and 

Paul Gelardi 
Staten Island, NY 


D his month we have quite a Tekken 3 

few winners, including the GET ALL OF THE 

lucky people who were able to get us SECRET CHARACTERS 

their Tekken 3 entries first. Congrat- j on y |_ uu 

ulations to everybody listed! I San Leandro, CA 

v_:_ 


come out after the game is re¬ 
leased. Most companies are good 
about getting games to us in time 
to review them before their release. 
Still, some guys slack off, and a 
couple of publishers have intention¬ 
ally not sent us a bad game because 
they know well write an honest 
review. We always get 'em eventu¬ 
ally, though, 

2 . Most often, we like to play as far 
into the game as possible. Granted, 
we can not finish every game that 
comes into our offices, but we try to, 
and we always get really far. That is 
how we can give very accurate 
reviews of each and every title. 

3. Since we are a PlayStation maga¬ 
zine, we don't have any compelling 
reasons to mention a port for anoth¬ 
er system. Sometimes we do it to 
make a specific point, but that is rare. 

4. We came to the conclusion that the 
Flashback section was not turning 
out like we originally wanted, so we 
decided to put it on hold for a little 
while. You might see the return of 
Flashback later on, once we figure 
out how to make it better. We are 
going to introduce some other cool 


sections in upcoming months which 
should interest you, though. 

1 have been thinking about investing in 
the Yaroze, since I saw that you have a 
section for it in your mag. I have 
researched it and have found ail the 
tech info, but I need some testimonies. 
What have you heard? Any unbiased 
opinions? Is it a good deal for someone 
trying to play with basic game design? 
Thanks for any suggestions you can 
give me. 

Aaron Goodson 
agoodson@mstg.net 

► STEVE: If you are seriously 
interested in game programming, 
then the Yaroze is certainly worth 
the S750. Just be prepared to spend 
some serious time with it. If you 
don't have any background in pro¬ 
gramming, then you'll definitely 
have to pick up some books to learn 
C and some general programming 
tips. In fact, it might be a good idea 
just to pick up the latest version of 
Borland C or C++ and start writing 
simple programs for your computer 



A Once you get past the hefty price tag, Aaron, the Yaroze is well worth the investment. 
It's a great tool for anyone who is serious about game programming. 


first. As you gain experience from 
writing standard computer pro¬ 
grams, then you can transfer that 
knowledge to writing PlayStation 
code. As for the Yaroze itself, it is a 
wonderful machine. I have never 
heard a complaint from anyone 
who has bought one. This is proba¬ 
bly one of the best ways to start 
getting into developing games that 
I can recommend. Just remember 
though, it can only handle very 
basic game designs. 

What's up, fellas? I've gotta start by say¬ 
ing that you guys have the best mag on 
the market for the PlayStation enthusi¬ 
ast. But I'm not writing to kiss up—no, 
indeed. I do have some questions: 

1. When will EA Sports' NHL '99 be 
available? Since I'm writing this before 
E3, I'm hoping you guys will get the 
scoop there. My guess is October, but I 
figured I'd ask the pros. 

2. Will Bust-A-Move run into copyright 
problems when it comes to the U.S.? As 
I recall, Taito had an arcade game of that 
same name several years back. Do you 
think Taito will stake its claim? 

3. What games that are slated to come 
out in the next few months will sup¬ 
port the Dual Shock Analog control 
pad? Do you think it's conceivable that 
sports games will jump on the band¬ 
wagon? I believe that the vibration fea¬ 
ture could open up a whole new 
dimension for games like Madden NFL 
'99 and NHL '99. 

4. Can we organize a big posse to 
storm Nintendo's U.S. headquarters 
and force everyone there to play Gran 
Turismo all day? 

Mark Pannell 
Toledo, OH 


a August 1390 
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► CHRIS: Thanks for the kind 
words {and no, we don't think you're 
just trying to kiss up): 

1 . We've talked to plenty of folks at 
EA, and while some say the game 
will hit as early as September, oth¬ 
ers say it will probably slip to 
October or even November. Keep 
your fingers crossed! 

2. Good eye, Mark, indeed, because 
of Taito's game, Enix's Bust-A - 
Move dancing game has been 
changed to Bust-A-Groove. It will 
be coming to the U.S. from Sony 
Interactive Studios, which coinci¬ 
dentally has also changed its name 
to 989 Studios. 

3. Man, practically everything com¬ 
ing out now is Dual Shock compati¬ 
ble, so don't worry. 

4. Who says the folks at Nintendo 
don't play it all day already? 



Bust-A-Move will be released as Bust-A- 
Groove in the U.S. Good call, MarkI 


To date, few strong, multiplayer, non¬ 
sports games exist in the American 
market. What gives? I understand that 
in Japan a deluge of second-rate 
Bomberman wanna-bes floods gamers. 
Otherwise, I'm simply unaware or apa¬ 
thetic to what exists. One of the 
strongest features a game could have is 
multiple allies or competitors. Secret of 
Mana (U.S.) was evident of that. I'd 
argue that it revolutionized the role¬ 
playing/action genre quite a bit. 

Are there ever going to be more 
games without some sports affiliation 
logo that will use the Multi-Tap? I've 
heard the new fighter featuring four- 
players is due to hit Japan soon, which 
is indicative of a definite venture into 
multiplay fun. However, I'd like to 
express that gamers, especially the 
younger ones of my ilk (teens to college 
years), do gather in groups larger than 
two. In fact, one-third of my dorm floor 
was packed into my room battling it out 
on Puzzle Fighters. To designers out 
there: build good games, and build 'em 
for the masses. 

Sigismund Lee 
slee37@uic.edu 

► STEVE: Adding a multiplayer 
mode to a game is the easiest way to 
increase its replay value. If it was up 
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of everything we do. This is a great 
benefit to you, our reader. 
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MAKING NEW FRIENDS /AT E3 


r SO THE LE6ENO GOES THAI' N 
CWCF / FWP A* REPLACEMENT, I 
CAN BE TREE OF THIS HORRIBLE 
CURSEO FORM 

. FOREVER... 

V Jby»"~ W / GOTTA GO! 
I MiBff I'M LATE FOR.. 

OK*. SOMETHING! 


KICK 


W WAIT ’TIL \ 
r THE OTHER x 
OUys HEAR I 
MET AN ACTUAL 
DEMON PIG 
. FROM . 
\ TOMBA! / 


^ SAY, YOU \ 
r SURE 04/VCf N 
COOP MR. POLPHIN/ 
WANNA GO 
L. HANG OUT? y 


THEV"LL 
BE 50 
JEALOUS' 


IS THAT y0UR 
^ HAND?! 



What I'd like to know is, 
are there storylines in 
ing games?! like to thi 
myself as an all-arou 
gamer, but the one thing 
that annoys me are 
these stupid "sto¬ 
ries" in games 
like Tekken 3 
and Mortal Kom- 
bat 4, to name a 
couple. This may 
just be my opinion, but 
1 think gamers buy a 
fighting game to fight, not 
to hear some dinky story 
on how you must "over- 
throw the evil lords of the 
underworld" (most of my 
friends agree with me). 

More effort should be put into 
the game itself rather than a crummy story that no one 
really cares about. I'm not saying that developers 
shouldn't put a story in at all, but they should keep it short 
and sweet. Like I said, you buy the game to fight. 

Also, why put so many different characters in a fighting 
game? The only real difference is the way they look. Sure, 
one of them has strong throws and another has great kick 
moves, but no one character really has any major advantage 
over another. Again, I'm not saying that you shouldn't have 
different characters, but six is about enough. Thank you for 
your time, and keep up the fantastic work. 


MistaExX 

MistaExX@aol.com 


► BLAKE: I think almost every fighting game trend 
that you can possibly imagine can be traced back to the 
huge Street Fighter It craze in the early "90s. Street 
Fighter is still popular now, but back then there was a 
huge subculture based around just that one game. Well, 
since each character had its own ending, it was only 
logical for all of the obsessed fans to start speculating 


A "To play, or not to play?" We think that cool stories only help 
make the game experience that much better, but sometimes 
plots are a little to convoluted. Tekken 3 is a prime example. 


on the rest of the characters' histories (anybody 
remember those "Sheng Long" rumors?). 

Eventually it became a huge thing and every new 
character had to have some background story. Mortal 
Kombat really cemented the whole idea because each 
of its characters had a past that mixed up with all of the 
other characters, and gamers just ate it up. 

As for why each game these days has so many char¬ 
acters, that can partially be tracked to the same time 
frame. It became the tradition, with each progressive 
sequel of MK or Street Fighter, to keep all or most of the 
old characters and then add several new ones. After a 
sequel or two this adds up, and suddenly you have this 
huge pool of characters to deal with. Honestly, a game 
with fewer really good fighters would be preferable, but 
I think companies would rather offer a large number of 
characters so everybody can find one they likeA 

'k Illustration: Robert DeJesus 


to us, we would include a four-player 
option in every single PlayStation 
title that gets released. Unfortu¬ 
nately, that is not always an option 
for developers. I do think that as 
more and more PlayStations get 
sold, you will start to see a huge 
increase in multiplayer games. 

As far as RPGs go, however, I 
don't think you are going to see any 
cooperative games being released. 
That's too bad considering how cool 
and revolutionary Secret of Mana 
was. I wish I could get Square to do a 
Secret of Mana for the PlayStation, I 
really do. Imagine FFW//-quality 
graphics coupled with a four-player 
mode—that would simply rock. I 
think RPG fans would die for a game 
like that. 










B 



&53P 



A Secret of Mana was a totally revolution¬ 
ary game, Sig, and opened up whole new 
possibilities for multiplayer gaming. 


Still, a couple of cool multiplayer 
games are coming out soon. Poy 
Poy 2, Bomberman World, Thrill Kill, 
Circuit Breakers, and Shao Lin are 
but a few. Depending on the suc¬ 
cess of Thrill Kill and Shao Lin , we 
could see even more four-player 
fighting games being released in 
the upcoming year. 

All I can say right now is, be 
patient. The multiplayer games are 
coming; let's just hope they 
show up sooner than later. 
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a rocket 


search of the ultimate online frag-fest or are 

information, player rankings 


Whether 


news 


or skins 


Our unique affiliated Web network includes the world's 

as well as. 


best Quake content and online game sites 
much, much more. Check it out for yourself 


com 


WWW. 


BLUES NEWS • http://www.bluesnews.com 

Packed with astounding news and information about Quake 
and its derivatives and sequels for anyone who is playing solo 
or online, or making their own modifications to the game. 


CASE'S LADDER • http://www.igl.net 

Case's is one of the premier online game sites, 


containing player 


rankings for all the best Internet-compatible games. IGL is where 


you can test your mettle and challenge over 25,000 players from 
all over the net to see just how good you really are. 


HEAT.NET • http://heat.net 

Looking to play the hottest games against live competition? 
Come to HEAT.NET, where everyone earns frequent plaver 
points (degrees) just for playing their favorite multiplayer 
games, including Quake U. Find out what 150,000+ members 
already know - the best place to play games against live 
competition is HEAT. 


MECCAWORLD • http://meccaworld.com/quake/ 

MeccaWorld, home of the Top 100 Ouake Levels and the Top 
25 Quake Modifications, offers gamers a database, complete 
with text, screenshots, files, and links to everything related to 
each game. 

PC GAMEWORLD • http://www.pcgameworld.com 

The premier Internet site for PC games! All the latest game 
demos and reviews, plus one of the biggest cheat databases 
around make this a site vou really need to see. Best of all it’s 
owned and run by gamers just like you. 

STOMPED • http://www.stomped.com 

There s hardly a Quake fan with Internet access who hasn’t 
heard of the Quake Stomping Grounds. Stomped is the place 
to go for online Quake tournaments and gaming; the Stomped 
crew also has plans to expand into other games. 




Go to www.pcgamer.com/request Product #337 









PUTS, WE'VE EOT STMTEE/C WMTC-TiTTtOffEtfS TOTE 



we’u aiso hup you soivs rue hardsst pozzies you’u race in 

AlUMPPA! AMP 0/VC YOU THS MORTAL KOMSAT M FATAL ITUS! 









CALLS AVERAGE 3 MINUTES IN LENGTH. If TOU'RE UNDER 18 TEARS OF AGE. PLEASE 
BROUGHT TO TOO 8< PSM: WQi IP8£P£kO£kl PLA (SJP1I8P MA$A2IA£. 



GET TOUR PARENTS' PERMISSION TO CkLL. 
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Each month, we put together three tough tests of skill—if you're 
good enough to meet the PSM challenge, you can win cool prizes and 
see your name in print! Remember, only one winner will be selected 
from each challenge, so get your entry in early. Send in your entries to 
PSM Top This!, c/o Imagine Media, 150 Worth Hill Drive, 

Brisbane, CA 94005. Don't forget to include your return 
address! Sorry, but we can't return any pictures or 
videotapes you send. Enter today! 


this monffi 1 ! loot: the mad cats dual Fares contra liar!!! 


Challenge #1: Circuit Breakers 

Get 100% in Single Player 

Circuit Breakers is one of the coolest and most inno¬ 
vative racing games we've seen in quite some time. 
While the multiplayer is a blast, the single-player 
mode is truly challenging. Only the true masters of 
this game will be able to make it through al! 16 
single-player tracks in first place, not to mention all 
of the mirrored tracks. Our challenge to you is to 
master the single-player mode and prove it to us by 
sending us a photo or videotape showing your sin¬ 
gle player score at 100%. The first person to do this 
is our winner. 


| Challenge #2: Turbo Prop Racing 

i Top Lap Time in Time Trial Mode 

m 

& 

IT 

■ 

| With its speed and those crazy water physics, Turbo 
i Prop Racing makes for one demanding title. Noah 
! has been playing the heck out of the game, and he 

• thinks he has finally achieved a respectable lap time. 

| Your challenge is to beat it. Race the Miami Beach 

* _ _ 

: course in the normal direction in the Time Trial mode; 
I the best time over Noah's wins. The time to beat is 
l 59:93. Be sure to take a picture of the screen that dis- 
| plays your best time and send it in. Tip: To get the 
[ best possible time, earn the Black Widow boat, max 
out its attributes, and use as many turbos as you can. 


Challenge #3: Elenfi 

Find the 12 Chalices 


Working Designs has always been a company to 
include some extra bonus items in its game con¬ 
versions, and its latest lightgun title is no different. 
Elemental Gearbolt features a new "chalice mode" 
with 12 chalices hidden in the game. Each type of 
weapon has four corresponding chalices, and two 
of them are hidden on each level. All you have to do 
is take a picture of the final game summary screen 
showing that you have found all of the chalices. Get 
your picture or videotape in first and you'll get your¬ 
self a Madcatz Dual Shock controller! 


Oh no—we're almost at the end of the issue! Well, before we go, 
here are a few parting shots from E3. Wish you could've been there! 


Chris finally got to meet 
Lara...but unfortunately, his 
dream-come-true turned 
out a little bit differently 
than he expected. 


▲ All the celebs turn out for E3. Here, Blake teaches 
Jerry Doyle {Babylon Si Garibaldi) the PSM sign. 


A The stars were out in force at Eidos' booth. As it turns 
out, that Ninja is actually a pretty modern kind of guy. 


► You could 
get free food 
and drinks at 
Sony's second - 
floor VIP area 
every day of 
the show! And 
for that, we're 
makin' this 
guy an hon¬ 
orary PSM 
team member. 


A It only took about two minutes for all the ladies to swarm 
Steve. They just wanted to be a part of the PSM magic. 


■4 Three show-weary 
gamers enjoy a brief 
moment of rest 
between appoint¬ 
ments. That ain't no 
trick lens, folks—after 
three straight days of 
no sleep, people really 
do look like mat. 


















































































































































► Mike Mess 

messrn286@ao!. com 

9525 Pinespray 

St. Louis, Missouri 63126 

Trade Type; Sell, Trade, Want 

item: Accessories, Games 

Description: 1 will trade Twisted Metal 2 and Wild 

Arms for Breath of Fire 3 (a 2-for-1 deal). I am also 

willing to sell Twisted Metal 2, Wild Arms , or 

Vandal Hearts for $30 each. I want Breath of Fire 

3 or Beyond the Beyond. E-mail if interested. 

► Jesse Mejia 

jessemejia@hotmail.com 
577 Stevens Ave. 

Ely, Nevada 89301 

Trade Type: Sell, Trade Item: Games 
Description: Selling NFL GameDay '98 and 
Resident Evil 2 for 30 bucks each. 

► Sephiroth 

Sefirosu@mailcity.com 

Trade Type: Buy Item: Yaroze Black PlayStation 
Description: I am looking for a Yaroze develop¬ 
ment kit, with all its original contents. If anyone 
has this I will pay up to 60% of Sony's price (the 
$750 order price)!!! 

► Michael Kuhn 

TRex23456@aol.com 
Trade Type: Trade, Sell Item: Games 
Description: I have a few PlayStation games i 
want to get rid of: Colony Wars , Tomb Raider 2, 
Final Fantasy Tactics, and Resident Evil 2. 1 want: 
Dead or Alive, Gran Turismo , and Tekken3. E-mail 
me if interested, please! I also have a Gameshark 
that I will sell for $30. Thanks! 

Dillon Tran 

dodinhna@biggernet.com 

270 Umbarger Rd #98 

San Jose, California 95111 

Trade Type: Trade, Sell 

Item: Games, Accessories 

Description: ! will sell Street Fighter Alpha ($25), 

WCW vs. the World ($25), Re-Loaded ($20), Iron 

Man ($25), and a memory card that holds 120 

blocks ($30). I will trade any two things in my list 

for a Gameshark. If interested e-mail or mail me! 

(All the games are for PlayStation.) 

Benson Ma 

Bentran@webtv.net 

Trade Type: Buy, Sell, Trade Item: Games 
Description: I am selling a mint-condition Alundra 
game for $20 to $35. Box and instruction book 
are new. Also looking for SFEX, $F Alpha 2, SF 
Collection, Bust-A-Move 2, Fighting Force, Grand 
Theft Auto, and Greatest Hits games for reason¬ 
able price or trades. (I also have Suikoden and 
Tekken 2 for great offers.) 

Chris 0. 

evil_ryu_@hotmail.com 

Trade Type: Want, Sell 

Item: Games, Accessories 

Description: 1 would like a used NM or mint Final 

Fantasy Tactics, NM or mint Resident Evil 2, and 

a NM or mint memory card (I would like these to 

be at a reasonable price!). I have to sell a NM 

Beast Wars, a Tomb Raider/Witchblade comic, 

and an OPM Demo Disc. 


r 






Name: Garrett Chan 
gar2chan@u.wal§hington.edu 
18301 152nd Ave. SE 
Renton, WA 98058 
Trade Type: Want 
Item: Games, Accessories 
Description:! m interested in a U.S. 





T' 


or NBA Live ' 98 . Also interested in 
^|Ascii joystick and Ascii RPG con¬ 
troller. I may be a poor college stu¬ 
dent, but I'm willing to sacrifice 
some good food money for some 
reasonably priced used goods. 
CdhtacUn e thro ugh e-mail or reg¬ 
ular mail and we'll cut a deal. 


RickMcHaffey 

ProphetX66@aol.com 
87 N. 400 W. 

Greenfield, Indiana 46140 
Trade Type: Want, Trade, Buy item: Games 
Description: 1 am looking for Resident Evil 2 (as 
if anyone wants to get rid of it), Alundra, Vandal 
Hearts, Resident Evil, PlayStation Underground 
CDs, and almost any RPG that is actually good.! 
will trade PS games or PC games or even cash. 
All games must be in good shape and be able to 
play. I do not need the books but if they are in 
good condition ! will pay a little extra for them. 


► Conn O'Leary 

olearys@concentrtc. net 
2758 71st Ave. SE 
Mercer Island, Washington 98040 
Trade Type: Sell, Trade 
Item: Console System, Accessories, Games 
Description: I need a Sony PlayStation. I have 
about a hundred dollars to spend. I may be able to 
scrounge up more. What I would like to do is 
trade my Saturn for a PlayStation with acces¬ 
sories. I have nine games, three controllers all in 
good condition. Could add money to trade. 

► Constancio M. Jr. 

Nfcfan@aol.com 
Trade Type: Sell Item: Games 
Description: Need college money, need to sell 
the following games: NBA Shootout '97, 
Mechwarrior 2, and Destruction Derby 2 for $21 
each; Tekken 2, Street Fighter Alpha 2, and 
Resident Evil Director's Cut for $30 each. All 
games used, but in great playing condition 
(NM/mint). Shipping $2 in the U.S., also have PC 
games. E-mail for more info. Thanks. 

►- Richard Brewer 

Ditanme@aol.com 
Bradenton, Florida 
Trade Type: Trade Item: Games 
I am looking for Warcraft 2, Colony Wars, Gran 
Turismo, or any RPGs for the PlayStation. I have 
Warhawk, Air Combat, Panzer General, Ridge 
Racer, NFL Gameday '91, and NBA Live '97. 1 am 
willing to trade two or three games for one. I am 
also looking for King's Bounty for the Genesis. E- 
mail me if you want to trade. 

► M. Nasruilah 

booger_52@hotmail.com 
Trade Type: Sell, Want Item: Games 
Description: I want to get rid of Wing Com¬ 
mander 4, Sim City 2000, CART World Series, 
and WCW vs. The World. I am looking for 
Resident Evil 1, Area 51, Crash Bandicoot 2, 
WCW Nitro, or Parappa the Rapper. E-mail me if 
interested or for prices. 

D.J. Babb 

sbabb@comp.uark.edu 

13 North Duncan, Apt. #15 

Fayetteville, Arizona 72701 

Trade Type: Trade, Sell 

item: Games, Console System 

I've got a copy of Final Fantasy Tactics I'd like to 

trade for Soul Blade, Alundra, or Breath of Fire 3. 

I've also got an NES with two controllers and over 

20 NES games ( Zelda 1-2, Metal Gear 1-2, etc.) 

for sale or trade. 


► Louis Tse 

louozz@hotmail.com 

Trade Type: Sell, Trade 

Description: i have Resident Evil 2 {$30), FIFA '98 
($25), and Need for Speed 3 ($30) for sale. These 
games are in perfect condition. I also have two 
controllers for sale—both for $20 or one for $11. 

I will trade games for Vigilante 8 or Tekken 3. 

► Derrick McNeil 

bob_59457 

HC 87 Box 5335 

Lewistown, Montana 59457 

Trade Type: Want Item: Accessories, Games 

Description: Want Sim City 2000, Final Fantasy 

Tactics, and analog controllers. Will pay $20-30 for 

games and $10-20 for controllers. 

► Christopher C. Meeker 

Siegfried7@Juno.com 
207 Syracuse Ave. 

Oswego, New York 13126 
Trade Type: Want item: Dead PlayStations 
Description: I am looking to buy dead Play¬ 
Stations for spare parts and for their cases. E-mail 
me if you have a non-working PlayStation that you 
would like to sell. 

John Eastlund 

happysock@juno.com 

Trade Type: Trade, Sell, Want Item: Games 
Description: i am willing to sell (or trade) Tomb 
Raider, Tekken 3, Point Blank (with Guncon), Final 
Fantasy VII, and Mechwarrior 2. I will buy (or 
trade) Time Crisis with Guncon, separate Guncon, 
Tekken 2, and Tobal 1. 

► Derrick Taylor 

Tinkman@juno.com 
1300 Brandi Dr. 

Marietta, Georgia 

Trade Type: Sell Item: Console, Games 
Description: I am selling a PlayStation with two 
controllers, Twisted Metal 1-2, NBA Live '97, 
Crash Bandicoot 1-2, and Final Fantasy VII. Total 
cost is $100. 

1®^ Josh Bella mio 

Cloud10433@aol.com 

Big Pine Key, Florida 

Trade Type: Sell Item: Games 

Description: I wanna sell Mechwarrior 2 ($15), 

Coolboarders 2 ($30), Crash 2 ($30), Gex: ETG 

($35), Pitfall 3-D ($40), Parappa the Rapper ($25), 

and Megaman X4 ($30). I can be persuaded to go 

lower. E-mail for details. I will be willing to part 

with Tomb Raider for a really good new game 

(I've only have had it for a week). All games are in 

mint condition. 


► Justin Michaud 

notyoutoo@hotmail .com 
Ontario, Canada 
Trade Type: Trade, Want, Buy 
item: Games, Yaroze 

Description: I was looking to see if anyone was 
getting rid of a Yaroze (cheap, hopefully). 1 want to 
trade for Saga Frontier, Street Fighter EX Plus 
Alpha, Final Fantasy Tactics, and other RPG 
games for PlayStation. I am also looking for 
Dragon Ball Z Hyper Dimension for Super Nin¬ 
tendo, and all Dragon Ball Z games for Play¬ 
Station. Please e-mail for a trade. 

Shawn Carrico 

Yokigei@aol.com 

1334 Golden leaf Way 

Stockton, California 95209 

Trade Type: Trade, Sell 

Item: Games, Strategy Guide 

Description: I want to get rid of mint-condition 

Tomb Raider 2 and Official Strategy Guide for 

$40. Will trade for Alundra, Klonoa, and/or SaGa 

Frontier. Must be in near-mint condition with 

instruction booklet. Write me if interested. 

Http://members.xoom.com/EvaMoon/index.htm. 

► Anthony Barsanti 

ABARSANTI019@worldnet.att.net 
Trade Type: Sell hem: Games 
Description: 17 PlayStation games for sale, 
including RE2, FFVII, Crash 2, Tekken 2, Soul 
Blade, NFS3, and many new hot games. Prices 
about $10-$25. Hurry, Hurry, Hurry! 
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If you'd like to place your own, totally free 
ad in PSM, just jot down your name, 
address and/or e-mail; tell us whether 
you're looking to trade, sell, or both; and 
give us a brief description of what you're 
offering or want. Send all of that info to: 

PSM Marketplace, 
c/o Imagine Media 
150 North Hill Drive 
Brisbane, California 94005 

You can also send e-mai! to: 

psm@imaginemedia.com. (Be sure to 
put "marketplace" in the subject heading.) 

BTW, we can't vouch for the credibility of 
any of the people who place ads here, so 
swap at your own risk! 
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COMING NEXT MONTH IN 
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nostalgic, let us just say that 
pages on gratuitous' 
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up the design a bit and adding a couple of new sections 
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Keep an eye on your opponents 
using the rearview mirrors. 
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Make your friends eat your dust 
head-to-head competition. 


Customize every detail of your car. 
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Newman/Haas Racing. Power and precision with 11 licensed 
tracks including ovals, rovals, street courses, and permanent 
road courses. Perfection in every detail. 


© 1998 Psygnosis Ltd. Psygnosis and the Psygnosis logo are ,w or ©and© 1990-8 Psygnosis Ltd. Developed by Studio 33 (UK) Ltd. in conjunction with Bizarre 
Creations. Newman/Haas is a trademark of Newman/Haas Pacing. Real tracks and drivers appear under license. PlayStation and the PlayStation logos are registered 
trademarks ot Sony Computer Entertainment Inc, The ratings icon is a trademark ot tne Interactive Digital Software Association. ALL RIGHTS RESERVED. 


Adapt tire grip to changing track conditions; the 
crew adjusts everything to your specifications. 














































































































































